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Fiends of the Nine Fells 


‘Baatezu 


The devils within Hell are commonly referred to as 
"Baatezu". This term is split into four separate positions, 
there are "Least Baatezu", "Lesser Baatezu", "Greater 
Baatezu" and "Archdevils". The term "Baatezu" is 
interchangeable with the word Devil, but provides another 
way to differentiate between the societal standpoint of 
devils. Separation between Devil's also provides an 
understanding of what work they would typically carry out. 
For instance, Lemures, considered to be the lowest 
member of the Devil race, are Least Baatezu. They do, 
however, share a title with Spinagon (known commonly as 
Spined Devils), which highlights the range of positions 
made available to a devil. 

This supplement introduces a range of devils that can be 
found throughout the nine planes of hell. The forces of 
hell follow a strict hierarchy, with each devil within being 
marked with a rank. Any devils under that rank must 
follow their orders, while those above the rank will directly 
command the fiend. To aid in implementing these new 
devils, the following table marks where they fall within the 
hierarchy, and also lists the devils made available in the 
SRD to provide context. Devil's with names in bold have 
been added in this supplement. 


Rank Devil 

1 Lemure, Maw Devil, Putrid Devil, Serai 

2 Imp, Crawling Devil, Wandering Devil, Lava Devil, 
Depths Devil 

3 Spined Devil, Shield Devil, Blood Devil 

4 Bearded Devil, Burning Devil, Spined Breaker Devil 

5 Barbed Devil, Entropy Devil 

6 Chain Devil 

7 Bone Devil, Rift Watcher 

8 Horned Devil 

9 Erinyes, Jail Devil 

10 Ice Devil, Brain Devil 

11 Pit Fiend 

12 Duke or Duchess 

12 Archduke or Archduchess 


Creatures by CR 


The following table outlines all of the creatures added in 
this supplement and their CR. 


CR Creature 
1/8 Light Larvae 
1/2 Silt Crawler, Plague Fly 


1 Devil Balloon, Dultura, Swarm of Light Larvae, Serai, 
The Forgotten 


Crawling Devil, Depths Devil, Lava Devil, Swarm of 
Plague Flies, Wandering Devil 


Frostmare, Shield Devil, Plague Hound 
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Burning Devil, Maw Devil, Swarm of Devil Balloon, 
Winged Abductor 


Blood Devil, Face Devil, Plague Shambler 
Putrid Devil, Spined Breaker Devil, Rift Watcher 
Brain Devil, Entropy Devil, Flesh Sentry 
Jail Devil 
Brain Devil (Libram Variant) 
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Canian Borer 
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Fiends of Avernus 


The Plane of Avernus is home to the majority of the 
Infernal Legions, as it is the upper-most plane, closest to 
the Abyss, the source of Demons and thus the Blood War. 
Natural hazards ranging from lava flows, roaring fireballs 
and rough terrain make it a hellscape for the uninitiated to 
fight in. 


Maw Devil 


A Maw Devil, or "Orisgon", is a native Least Baatezu, with 


it's primary purpose upon the plane to punish devils who 
flee from their duties in the Blood War. These large devils 
have no head, instead a gaping maw that it uses to eat the 
remains of creatures scattered throughout the plane, 
consuming their flesh and depositing the remaining bones 
upon the infamous Pillar of Skulls. To some, a Maw Devil 
looks helpless, as they slowly move across the ground. But 
what they lack in movement they make up for in strength, 
as their mawis capable of chewing through metal. 


Slow but Deadly. While Maw Devil's are very easily 
avoided, as they move slow enough for a creature to 
merely walk out of the way, those that are caught off- 
guard by them burrowing under the ground, or those who 
attempt to fight the devil and are overwhelmed, will find 
themselves very quickly devoured unless the internal tract 
can be disrupted quickly enough. 

Rubbery Flesh. The huge size of the devil is borne from 
it's versatile form. Since the devil only requires a maw and 
limbs to move, it's flesh is very rubbery, which both 
protects it against blunt attacks while allowing it to move 
around solid objects with ease while burrowing through 
the sands of Avernus. 


Maw Devil 


Huge Fiend (devil), Lawful Evil 


Armor Class 13 (Natural Armour) 
Hit Points 85 (9d12 + 27) 
Speed 10ft., Burrow 10ft. 


STR DEX CON INT WIS CHA 

18 (+4) - 7(-2) 17 (+3) 513) = 5 ¢3)5275 3) 
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Saving Throws STR +6, CON +5 

Damage Resistances Cold, Bludgeoning; Piercing 
and Slashing from Nonmagical Attacks that 
aren't Silvered 

Damage Immunities Fire, Poison 

Condition Immunities Poisoned, Restrained, 
Grappled, Prone 

Senses Darkvision 120ft., Tremorsense 30ft., 
Passive Perception 7 

Languages Can understand Infernal but cannot 
speak it 

Challenge 4 (1,100 XP) 

n 

Magical Resistance. The Maw Devil has advantage 

on saving throws against spells and other magical 

effects. 


Devil Sight. Magical Darkness does not impede 
the devil's darkvision. 


What Remains. If a creature is killed by the Maw 
Devil, it is consumed by the devil. A body is 
completely stripped of flesh if within the devil for 
a period of 24 hours, after which it's items and 
remaining bones are expelled from the devil. 


Amorphous. The devil can move through spaces 
as narrow as 10ft. across without squeezing. 


Actions 


Multiattack. The Maw Devil makes a Devour 
attack. If Hunger Charge is recharged, it will use 
that instead. 


Devour. Melee Weapon Attack: +6 to hit, 5ft. 
Reach, one target. Hit: 11 (1d12 + 4) Piercing 
damage 


If the creature hit by the attack is of size medium 
or smaller, they are caught within the devil's maw, 
and considered grappled (Escape DC 15). While 
grappled in this way, the devil gains advantage on 
any attacks against the creature, but it can only 
grapple one creature at a time. 


Hunger Dive (Recharge 6). The Maw Devil 
immediately moves as if it has taken the dash 
action. After moving, it can target a creature 
within range of Devour, rolling the attack. If this 
attack hits, it deals an additional 9 (2d8) Piercing 
damage. This ability cannot be recharged if the 
devil currently has a creature grappled. 
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Light Larvae 


Grotesque and primal creatures, Light Larvae are a natural 


fauna within Avernus that has developed a taste for bones, 
which allows for large populations to boom amid the fields 
of battle. Because of their diet, they are particularly 
despised by Bone Devils, who see them as abhorrent 
creatures. 

As a bi-product of their consumption, a fine white 
powder is held within the abdomen, slowly consumed to 
produce light which is used as a mating call. This powder 
can be extracted from dead Larvae, which when thrown 
into furnaces or engines amplifies the flames used within. 

Despite the unsettling appearance, most devils find 
them more natural than a mortal on the Material Plane, 
seeing them more as a pest that provides a minor 
beneficial side effect. Some devils keep small colonies for 
the sake of lighting their territory or out of abnormal 
interest. 

Light Reactions. The powder produced through the 
consumption of bones shares some chemical properties to 
Potassium, which, when combined with the liquid inside of 
a heat resistant transparent gland in the abdomen, 
produces the light that the larvae are named after. 

Spawning. Most of the larvae that make up the known 
quantities of the species are spawned from the corpses of 
devils sprayed with demon blood, with the largest 
amounts being produced during the Blood War. Some 
believe that these circumstances cause the larvae to 
spawn from the corpse, when in fact it only makes the 
ideal situation for them to grow. Before the Blood War, 
these larvae were rarely spotted and the origin of the 
insect was highly contended. 


Tiny Fiend, Neutral 


———_.____ _ _ mi —_—___—_—_ 
Armor Class 11 (Natural Armour) 

Hit Points 9 (2d4 + 4) 

Speed 5ft., Fly 20ft. (hover) 
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STR DEX CON INT WIS CHA 
5 (-3) 14(+2) 12(+1) Ea E) 5(-3) 
||| 
Damage Immunities Poison 
Condition Immunities Charmed, Poisoned 
Senses Darkvision 30ft., Passive Perception 7 
Languages - 
Challenge 1/8 (25 XP) 
— r G 
Light (3/Day). Up to three times a day at the 
start of it's turn, the Light Larvae can cause it's 
abdomen to glow brightly, producing 20ft. of 
bright light and 20ft. of dim light beyond that 
for an hour. 


Creatures that are not fiends suffer 
disadvantage on Constitution Saves while 
standing in either area of light. 


Actions 


Bite. Melee Weapon Attack: +2 to hit, Oft. 
Reach, one creature. Hit: 2(1d4) Piercing 
damage 
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Swarm of Insects, Light Larvae 


Medium Swarm of Tiny Fiends, Neutral 


—— l 
Armor Class 12 (Natural Armour) 

Hit Points 37 (5d8 + 15) 

Speed 5ft., Fly 20ft. (hover) 
Coan 


STR DEX CON INT WIS CHA 
6 (-2) 16 (+3) 14 (+2) 1(-5) . 5(-3) 5 (-3) 
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Damage Resistances Bludgeoning, Piercing, 
Slashing 

Damage Immunities Poison 

Condition Immunities Charmed, Frightened, 
Grappled, Paralyzed, Petrified, Prone, 
Restrained, Stunned, Poisoned 

Senses Darkvision 30ft., Passive Perception 7 

Languages - 

Challenge 1 (200 XP) 


hp 
Swarm. The swarm can occupy another creature's 
space and vice versa, and the swarm can move 
through any opening large enough for a Tiny 
insect. The swarm can't regain hit points or gain 
temporary hit points. 
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Sickening Light (1/Day). The swarm of Larvae 
flash their lights repeatedly at the start of their 
turn. For a minute the swarm produces 40ft. of 
bright light. 


Creatures that are not fiends who start their turn 
within this light must make a DC 8 Constitution 
Saving throw, or suffer the effects of the 
Confusion spell until the end of their next turn. 
Creatures that fail the save gain advantage against 
further saves, and those that pass are immune to 
the effect for 24 hours. 


Actions 
Multiattack. The Swarm makes two Bite attacks. 


Bite. Melee Weapon Attack: +3 to hit, Oft. Reach, 
one target in the swarm's space. Hit 6 (3d4) 
piercing damage, or 4 (2d4) piercing damage if the 
swarm has half of its hit points or fewer. 


Shield Devil 


Shield Devils, otherwise known as "Scuton", are devils who 


are bound to carry a hefty stone tower shield for the 
duration of the position. Seeing their most use on the 
frontlines during the blood war, they now are used in 
regiments for training purposes, or for initiating forward 
pushes. Typically stern personalities, Shield Devil's become 
un-fazed to most dangers quickly, making them difficult 
enemies to route. 


Binds that Hold. During the promotion process, the 
devil's hands are bound together with magical manacles 
that lock the hands together, while their shield is attached 
by precisely melting the handle to the restraints. From 
their, they are required to built physical strength, so much 
so that the shield does not hamper the devil's ability to 
move. 


Steadfast. It is nearly impossible to shake a Shield 
Devil's morale, which aids in keeping a regiment of devils 
unified. Not only do they take the brunt of most attacks, 
they bolster their allies ability to resist magical effects 
through infernal sigils carved into the faces of their 
shields, with each being uniquely linked to the user. 


Medium Fiend (devil), Lawful Evil 


a > 
Armor Class 18 (Natural Armour + Tower Shield) 
Hit Points 39 (6d8 + 12) 

Speed 30ft. 


STR DEX CON INT WIS CHA 
TORES (=e 15'(+2)- . TOEO EST E1) L00) 
—_—_— 

Saving Throws STR +5, CON +4, WIS +3 

Skills Athletics +5, Intimidation +2 

Damage Resistances Cold; Bludgeoning, Piercing 
and Slashing from Nonmagical Attacks that 
aren't Silvered 

Damage Immunities Poison, Fire 

Condition Immunities Poisoned, Frightened 

Senses Darkvision 120ft., Passive Perception 11 

Languages Infernal, Telepathy 120ft. 

Challenge 3 (700 XP) 

a 

Steadfast Resolve. While this creature is not 

incapacitated, all devils that can see it within 30ft. 

gain a +1 bonus to their saving throws, and gain 

the benefits of the Shield Devil's Magical 

Immunity feature. 


Magical Immunity. This creature is immune to the 
effect of spells of 3rd level or lower. Additionally, it 
gains advantage on saving throws against spells 
and other magical effects. 


Devil Sight. Magical Darkness does not impede 
the devil's darkvision. 


Reactions 


Unbreakable (2/Day). When the Shield Devil is 
subjected to the Frightened condition, it can use 
it's reaction to cancel out the source provided it is 
within 30ft. Spells of 5th level or higher cannot be 
negated with this feature. 


Actions 


Multiattack. The Shield Devil attacks twice. It can 
replace an attack with Overpower if it is 
recharged. 


Shield Bash. Melee Weapon Attack: +5 to hit, 5ft. 
Reach, one target. Hit: 7 (1d6 + 3) Bludgeoning 
damage and 3 (1d6) Fire damage 


Overpower (Recharge 4-6). The Devil chooses a 
creature within 5ft. The Devil and the target make 
a contested Athletics Check. If the Devil rolls 
higher, the target is forced prone and takes 8 
(2d6) fire damage. 
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Fiends of Dis 


The Plane of Dis is dominated by the City of Dis, an 
expansive metal metropolis that surrounds the Iron Tower 
where the Archdevil resides. Tight alleys, gargantuan 
buildings and numerous devilish inhabitants make a stay 
in the city claustrophobic to the common adventurer. 
Those that do find their way here must stay on constant 
alert to avoid falling into infernal schemes to secure their 
souls. 


Crawling Devil 


Crawling Devils, otherwise referred to as "Manugon", can 


be found across the vast city of Dis, often creeping around 
alleyways preying upon mischievous Lesser Baatezu or 
planar travellers. 

Lemures that are promoted to this form change body 
shapes entirely, as a Crawling Devil has six arms, but no 
legs. Instead of typical movement, they use their hands to 
drag their bodies across surfaces, which provides them 
with the ability to climb walls and cliffs. Even while moving 
around, a Crawling Devil will have a few hands free, which 
can be used to wield weapons, or to grab and pull 
creatures. 

Scheme Enders. The act of moving around as they do 
has given them the objective of patrolling the winding 
streets of the Iron City, primarily looking for scheming 
Baatezu. Their position as a spy catcher lends them well to 
their eccentric and sometimes paranoid personalities, 
which can make conversing with a Crawling Devil difficult. 

Upper Arm Strength. Having multiple arms vastly 
improves their ability to carry, along with developing core 
strength. They can carry creatures up to double their size, 
and in situations where a creature would be larger, a 
Crawling Devil can latch onto them and nearby surfaces, 
slowing them down greatly. 
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Crawling Devil 
Small Fiend (devil), Lawful Evil 


Armor Class 12 (Natural Armour) 
Hit Points 38 (11d6) 
Speed 30ft., Climb 40ft. 


STR DEX CON INT WIS CHA 
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Saving Throws DEX +2, CON +2 

Skills Athletics +5, Acrobatics +2 

Damage Resistances Cold; Bludgeoning, 
Piercing and Slashing from Nonmagical 
Attacks that aren't Silvered 

Damage Immunities Poison, Fire 

Condition Immunities Restrained, Prone, 
Poisoned 

Senses Darkvision 120ft., Passive Perception 10 

Languages Infernal, Telepathy 120ft. 

Challenge 2 (450 XP) 

= 

Devil Sight. Magical Darkness does not impede 

the devil's darkvision. 


Grabber. The Crawling Devil counts as two sizes 
larger for the sake of pushing, pulling and 
grappling. If a creature cannot be grappled by 
the Devil, it can instead hold onto the creature, 
reducing it's movement by 5ft., using similar 
rules for breaking a grapple. 


Magical Resistance. The Crawling Devil has 
advantage on saving throws against spells and 
other magical effects. 


Actions 


Multiattack. The Crawling Devil uses two slam 
attacks. If it is wielding any weapons, it can 
substitute the Slam attacks for weapon attacks. 


Slam. Melee Weapon Attack: +5 to hit, 5ft. 
Reach, one target. Hit: 8 (1d8 + 3) Bludgeoning 
damage 


The Devil can choose to deal no damage, 
instead grappling the target (Escape DC 13). It 
can have up to six creatures grappled at once. 
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Flesh Sentry 


One of the many horrors to spawn from the devils of Dis, 


Flesh Sentries are amalgamations of flesh (be it mortal or 
fiend) that are used to enforce the law of the Archdevil of 
Dis. To compound their fleshy cores, sentries are outfitted 
with outer shells made from the metal of the city itself 
which reduces their maneuverability, but substantially 
increases their hardiness. The Infernal magic that holds 
these creatures together allows for them to wander as 
automatons, or for a notable devil within the hierarchy of 
the city to take direct control and command them. Either 
way, they are formidable creatures in battle, relying on 
their ability to absorb attacks to corner enemies for 
capture. 


Mindless, but Effective. Flesh Sentries provide an 
effective solution for policing the streets of Dis, allowing 
the Archdevil to assign their subordinates to other tasks. It 
also provides an opportunity to make use of mortals who 
die during torture, as most devil's have no need to eat. 
Outside of the effort and time required to stitch a sentry 
together, they require little upkeep as the metal shell that 
protects them will prevent damage to the internal parts of 
the construct. 


Large Construct, Neutral 


Armor Class 19 (Natural Armour) 
Hit Points 85 (9d10 + 36) 
Speed 20ft. 


STR DEX CON INT WIS CHA 

19 (+4) 6(-3) 18 (+4) 3(-4)  9(-1y° 1 (-5) 
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Saving Throws STR +7, CON +7, WIS +2 

Damage Immunities Poison, Fire, Acid, Psychic; 
Bludgeoning, Piercing and Slashing from 
Nonmagical attacks 

Condition Immunities Charmed, Exhaustion, 
Frightened, Paralyzed, Petrified, Poisoned 

Senses Darkvision 120ft. (blind beyond), Passive 
Perception 9 

Languages Understands Infernal but cannot 
speak 

Challenge 7 (2,900 XP) 

eT) 

Magical Resistance. The Flesh Sentry has 

advantage on saving throws against spells and 

other magical effects. 


Magical Attacks. The Flesh Sentries attacks are 
magical. 


Stone Shell. Creatures that hit the construct when 
within 5ft. take 6 (1d10) fire damage. If the 
construct does not use it's movement during it's 
turn, it gains a +2 bonus to it's AC until the start of 
it's next turn. 


Immutable Form. The Flesh Sentry is immune to 
any spell that would effect or altar it's form. 


Force of Gravity. If the Flesh Sentry moves up to 
20ft. in a straight line, it increases it's movement 
speed total by 20ft. until the start of it's next turn. 
The first attack it makes after moving deals an 
additional 16 (4d6) Bludgeoning damage. While 
performing this attack, the Sentry can move 
through the targets space as if it wasn't there. 


Actions 


Multiattack. The-Flesh Sentry makes one 
Headbutt and two Slams 


Headbutt. Melee Weapon Attack: +7 to hit, 5ft. 
Reach, one target. Hit: 10 (1d10 + 4) Bludgeoning 
damage 


The target must succeed on a DC 12 Wisdom Save, 
or be frightened of the construct until the end of 
its next turn. 


Slam. Melee Weapon Attack: +7 to hit, 10ft. Reach, 
one target. Hit: 14 (2d8 + 4) Bludgeoning damage 
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Brain Devil 


Brain Devils are otherwise referred to as "Cerubyon" and 


take a unique role within Dis. Their brains are engorged, 
so much so that they pulse against the top of the devils 
head, emanating light whenever it makes use of it's innate 
spellcasting. With gangly features, such as skinny arms and 
frail bodies, Brain Devils conduct most of their business 
within the ever-present shadows of the city. 

With their exposed domes, Brain Devils are able to 
control strong quantities of magic, which allow them to 
manipulate others from behind the scenes. This is most 
typically seen through Flesh Sentries, as Brain Devils are 
able to control multiple at once. When promoted, they are 
often assigned a guard of Lesser Baatezu both to ensure 
safety and to dissuade working against the Archdevil. 


Knowledge Keepers. Due to their increased intellect, 
rivaling powerful wizards, Brain Devil's develop a 
fascination of collecting and collating information from 
across the Planes. While not shirking their duties, they 
might attempt to retrieve valuable tomes, or bargain with 
extra-planar entities for forgotten lore. 

After collecting vast quantities of information, the Brain 
Devil will want to expel the old information to make room 
for new knowledge. This is done through two ways. They 
either make a deal with their Archdevil, earning 
themselves a permanent library within Dis for continuing 
to serve as a Brain Devil, putting the necessity to collect 
information above rising the ranks, or they will fashion a 
Libram, a tome intrinsically linked to the devil's brain, 
allowing it to freely pass memories to the pages, which can 
later be recalled with definitive clarity. 


Brain Devil 
Medium Fiend (devil), Lawful Evil 


iee 
Armor Class 15 (Natural Armour) 

Hit Points 104 (19d8 + 19) 

Speed 30ft. 
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STR DEX CON INT WIS CHA 
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Saving Throws DEX +1, CON +4, INT +9, CHA +3 
Skills History +9, Investigation +9 
Damage Resistances Psychic, Cold; Bludgeoning, 
Piercing and Slashing from Nonmagical Attacks 
Damage Immunities Poison, Fire 
Condition Immunities Poisoned 
Senses Darkvision 120ft., Blindsight 10ft., Passive 
Perception 12 
Languages Infernal and any two languages, 
Telepathy 120ft. 
Challenge 7 (2,900 XP) 
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Devil Sight. Magical Darkness does not impede 
the devil's darkvision. 


Perfect Memory. The Brain Devil remembers 
everything that it has seen, heard or learned 
during the past year. It can recall this information 
with extreme detail. 


Always Alert. The Brain Devil uses it's Intelligence 
modifier for determining Initiative position. It 
cannot be surprised. 


Magical Resistance. The Brain Devil has 
advantage on saving throws against spells and 
other magical effects. 


Actions 


Multiattack. The Brain Devil uses Mind Fray four 
times. A creature cannot be targeted by more 
than two of these attacks in a single turn. 


Mind Fray. The Brain Devil chooses a creature 
within 60ft. The target must make a DC 17 
Intelligence Save, or take 13 (2d12) psychic 
damage. 


Assume Control 2/Day. The Brain Devil assumes 
control of a fiend. If the fiend is unwilling, it must 
make a DC 17 Wisdom Save. Fiends that are 
controlled by the Brain Devil operate on their own 
turn, obeying any mental commands provided by 
the Brain Devil (no action). If the commands 
require the fiendto make an attack or check, it 
gains the Brain Devils Intelligence modifier (+5) as 
an additional bonus. This ability cannot target 
fiends of a higher Baatezu Rank. 


Spells that end magical effects, or end the 
charmed condition can remove this effect, 
however they must originate from a spell of 6th 
level or higher. This control lasts for an hour, 
ending early if the Brain Devil is Incapacitated. 
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Brain Devil, Libram Variant 


Brain Devil, ‘Libram 
Medium Fiend (devil), Lawful Evil 


Armor Class 15 (Natural Armour) 
Hit Points 104 (19d8 + 19) 
Speed 30ft. 


Op 


STR DEX CON INT WIS CHA 
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Saving Throws DEX +1, CON +4, INT +9, CHA +3 
Skills History +9, Investigation +9 
Damage Resistances Psychic, Cold; Bludgeoning, 
Piercing and Slashing from Nonmagical Attacks 
Damage Immunities Poison, Fire 
Condition Immunities Poisoned 
Senses Darkvision 120ft., Blindsight 10ft., Passive 
Perception 12 
Languages Infernal and any two languages, 
Telepathy 120ft. 
Challenge 9 (5,000 XP) 
— r 
Spellcasting. The Brain Devil is a 12th Level 
Spellcaster, it's spell attack bonus is +9, Spell Save 
DC 17 and has access to the following spells from 
the Wizard Class: 


2/Day Each. Dominate Person, Cloudkill, 
Disintegrate 


1/Day Each. Legend Lore, Phantasmal Killer, 
Greater Invisibility 


Linked Libram. While the Libram linked to the 
Brain Devil is held by the devil, it has advantage 
on all Intelligence, Charisma and Wisdom saves 


Devil Sight. Magical Darkness does not impede 
the devil's darkvision. 


Perfect Memory. The Brain Devil remembers 
everything that it has seen, heard or learned 
during the past year. It can recall this information 
with extreme detail. 


Always Alert. The Brain Devil uses it's Intelligence 
modifier for determining Initiative position. It 
cannot be surprised. 


Magical Resistance. The Brain Devil has 
advantage on saving throws against spells and 
other magical effects. 


Actions 


Multiattack. The Brain Devil uses Mind Fray four 
times. A creature cannot be targeted by more 
than two of these attacks in a single turn. 


Mind Fray. The Brain Devil chooses a creature 
within 60ft. The target must make a DC 17 
Intelligence Save, or take 13 (2d12) psychic 
damage. 


Assume Control 2/Day. The Brain Devil assumes 
control of a fiend. If the fiend is unwilling, it must 
make a DC 17 Wisdom Save. Fiends that are 
controlled by the Brain Devil operate on their own 
turn, obeying any mental commands provided by 
the Brain Devil (no action). If the commands 
require the fiend to make an attack or check, it 
gains the Brain Devils Intelligence modifier (+5) as 
an additional bonus. This ability cannot target 
fiends of a higher Baatezu Rank. 


Spells that end magical effects, or end the 
charmed condition can remove this effect, 
however they must originate from a spell of 6th 
level or higher. This control lasts for an hour, 
ending early if the Brain Devil is Incapacitated. 


Optional Variant: Libram 


A variant of the Brain Devil can be found with 
a Libram, a living tome linked to the devil's 
brain. It would treat it with the same care a 
Wizard would their spellbook. 
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Fiends of Minauros 


The Plane of Minauros is covered in bubbling swamps, rife 
with pestilence and decay. Malign bioluminescence lights 

up these bogs, casting shadows within which it's denizens 
can thrive in. 


Plague Jfound 


Much like it's distinct cousin, a Plague Hound is defined by 


it's ability to charge and expel large cones of magical 
breath. Unlike Hell Hounds, a Plague Hound's breath is 
toxic to the living, causing them to choke and vomit from 
it's sheer intensity. By cultivating their bodies within the 
swamps of Minauros, this evolutionary variant of a Hell 
Hound is capable of inflicting poisonous wounds upon 
devils, which alone is enough to ward many Greater 
Baatezu from areas where they are common. 

Despite the stipulation from their Hell Hound cousins, 
Plague Hounds are not pack animals, typically 
sequestering themselves to far reaches of the swamps 
outside of mating seasons. This is due to their ability to 
bypass even their own resistances, which can often cause 
complications for other members of the species. 

Vile Pets. Because of their ability to bypass the innate 
resistance against poison that many devils share, most 
devils make sure to stay away from the creatures. 
However, extremely sadistic or delusional devils might 
keep them as pets, or breed them into a menagerie due to 
this ability, making them good tools for keeping other 
devils in check. 

Unique Metabolism. The swamps of Minauros offer 
distinct sources of food due to the rot and miasma that 
coalesces there. Plague Hounds have adapted to the 
terrain fully, meaning they only eat from native sources. 
This makes keeping them difficult on planes other than 
Minauros, due to the reliance on Minauros' native 
selections. 

Plague Powerhouse. The intensity of a Plague Hound's 
breath is often determined by the state of it's food. 
Extremely rotten substances typically yielding the best 
results, whereas lightly decayed pieces of meat would 
produce more subtle concoctions. After creating a plague 
inside of a second stomach-like organ, which allows the 
disease to fester, the hound can primarily expel it through 
the mouth. Some devils, however, extract the diseases that 
grow inside of the creature, bottling it up to use on their 
enemies within the Infernal Hierarchy. 
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Plague Flound 


Medium Fiend, Lawful Evil 


Armor Class 15 (Natural Armour) 
Hit Points 52 (7d8 + 21) 
Speed 40ft. 
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Saving Throws CON +5 

Damage Immunities Poison 

Condition Immunities Poisoned 

Senses Darkvision 60ft. Passive Perception 10 

Languages Understands Infernal but cannot 
speak it 

Challenge 3 (700 XP) 

a: 

Keen Hearing and Smell. The hound has 

advantage on Wisdom (Perception) checks that 

rely on hearing or smell. 


Infernal Plague. Any Poison damage or 
Poisoned conditions inflicted by the Hound 
bypass resistances and immunities. 


Actions 


Multiattack. The Hound can make two bite 
attacks. If it's breath is recharged, it can 
substitute an attack for the breath. 


Bite. Melee Weapon Attack: +4, 5ft., one target. 
Hit:7 (1d8 + 2) Piercing damage plus 5 (1d8) 
poison damage. 

A creature hit by this attack must make a DC 11 


Constitution Save, or be poisoned until the end 
of their next turn. 


Plague Breath (Recharge 5-6). The Plague 
Hound opens it's mouth wide, releasing a 
torrent of vile disease. All creatures within a 
20ft. cone must make a DC 14 Constitution 
Save, taking 16 (3d10) poison damage on a fail, 
halved on a pass. 
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Putrid Devil 


Putrid Devils, or "Putridia" are green skinned devils that 
stomp around the miasma ridden swamps of Minauros, 
consuming any natural life they come across, be it other 
fiends or planar travelers. Otherwise grotesque, Putrid 
Devils do not eat living creatures to merely feed a 
nutritional requirement. Instead, the soul of the creature 
promoted to a Putrid Devil merges with it's food, fortifying 
it's willpower. This otherwise reasonable method for 
improving their standing within the devil hierarchy is 
ruined by the fact that this often causes multiple 
personalities to develop within the devil (and it's next form 
following a promotion). These alternative personalties 
range entirely based on what it consumes, but more often 
than not the souls of vengeful evil mortals will win out, 
taking control of the devil's body and running havoc. 

During the soul merging, however, if a creature is not 
entirely consumed, the Putrid Devil can reach within it's 
membrane-like skin and eject what remains of the soul, 
whereupon it will fight to defend the fiend. 

Because of it's savage nature, these devils are only 
found among infernal cities when shackled and contained, 
primarily as a deterrent against plots or attempts to kill 
higher ranked devils. Otherwise, they persist in isolation 
within the deepest recesses of the swamps with their 
existence often heralded by a distinct lack of creatures or 
natural vegetation. 

Rotten Appearance. Like a Nupperibo, the Putrid Devil 
is extremely misshapen, which is brought upon by the 
mass of contents typically found inside of it's stomach. In 
addition to other devils and mortals, during periods of low 
density of prey, Putrid Devils will actively consume 
materials found throughout the swamps of Minauros to 
keep their large shape, as their outer membrane acts like 
armour against attacks. 

Wild for a Reason. Due to how promotions work 
within the Infernal Hierarchy, a Putrid Devil is only created 
when it is required. This thus asks the question, why would 
a high ranking devil want to create one of these malicious 
and highly unpredictable fiends? The answer is found 
within the established society throughout the Planes. Most 
of them (excusing Stygia and Maladomini) are dedicated 
on a certain level to training Devils for fighting against the 
Demons of the Abyss. The environments seen in Malbolge 
often provide an accurate depiction of multiple layers of 
the Abyss. By forcing Putrid Devils into the wild, it gives a 
reasonable challenge for Lesser Baatezu to fight against 
and train their skills. Should they fail, the Putrid Devil will 
end up with a reinforced soul; while the weaker devils will 
not taint the armies of hell. 


Putrid Devil 


Large Fiend (devil), Lawful Evil 


Armor Class 16 (Natural Armour) 
Hit Points 95 (10d10 + 40) 
Speed 20ft. 


STR DEX CON INT WIS CHA 
IET ESE TGA 7 E2) T T50) T53) 
— 

Saving Throws STR +6, CON +7, WIS +6 
Damage Resistances. Cold, Necrotic; 
Bludgeoning, Piercing and Slashing from 
Nonmagical Attacks that aren't Silvered 
Damage Immunities Poison, Fire 
Condition Immunities Poisoned, Grappled, 
Restrained 
Senses Darkvision 60ft. Passive Perception 13 
Languages Infernal, Telepathy 120ft. 
Challenge 6 (2,300 XP) 
E < 
Devil Sight. Magical Darkness does not impede 
the devil's darkvision. 


Magical Resistance. The Putrid Devil has 
advantage on saving throws against spells and 
other magical effects. 


Absorb Soul. When the Putrid Devil reduces a 
creature to 0 Hit Points, it can absorb the soul 
of the creature. When this is done, it restores a 
use of it's Disgorge Soul attack. Souls that are 
captured this way cannot be returned to their 
corpse unless through the use of the Wish 
spell, similar magical effects or until the Putrid 
Devil dies. 


Actions 


Multiattack. The Putrid Devil makes three 
attacks. 


Claw. Melee Weapon Attack: +6 to hit, 5ft. 
Reach, one target. Hit: 9 (1d10 + 3) Slashing 
damage 


Fester. Ranged Spell Attack: +2 to hit, 30ft. 
Range, one target. Hit: 16 (4d6) Poison damage 


Disgorge Soul (2/Day). As an action, the Putrid 
Devil pulls a soul from within it's body, 
releasing it as a temporary combatant. For the 
next minute, the devil holds control over a 
Spectre who rolls initiative and acts 
independently of the devil. The devil is able to 
issue commands mentally-on it's turn, which 
the Spectre must follow as best as possible. 
When the minute ends, the devil loses control 
of the Spectre but it does not disappear. 
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Plague Shambler 


Within the deepest recesses of Minauros' are areas of 
swamp completely consumed by decay and disease. These 
lands are often ignored and avoided by devils and even 
the denizens of the swamps themselves, not purely 
because of the exposure to such deadly toxins, but 
because of those that are able to live within these 
environments. 

Plague Shamblers are formed from the decaying land 
itself, with large clumps of mud, vegetation and bone from 
dead creatures, bound together by a unique pestilence 
that provides limited sentience to the body formed 
through this process. Shamblers are mobile hives of death, 
constantly producing clouds of toxic gas, parasitic spores 
that seek out life and poisons that drip from numerous 
cavities upon the creatures rancid flesh. Even the most 
cautious of adventurers are urged not to engage groups of 
these creatures in combat. 


Hive of Toxin. Plague Shamblers become perfect hosts 
for fiendish insects that live within Minarous. The most 
common insects to be seen staying within Shamblers are 
Plague Flies, decrepit and decomposing fiends covered in a 
slimy chitin that can transmit a host of diseases from mere 
contact with skin. While within a Shambler, they fester for 
long periods of time, embracing undeath as extreme 
quantities of poison take hold, turning them into living, 
explosive, plague spreaders. 


Plague Sbamber 


Medium Fiend, Neutral Evil 


a 
Armor Class 15 (Natural Armour) 

Hit Points 68 (8d8 + 32) 

Speed 25ft., Swim 10ft. 
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Saving Throws DEX +2, CON +7 

Damage Resistances Bludgeoning, Piercing and 
Slashing from Nonmagical attacks 

Damage Immunities Poison, Necrotic 

Condition Immunities Poisoned, Restrained, 
Exhaustion, Grappled 

Senses Blindsight 30ft. (blind beyond), Passive 
Perception 13 

Languages - 

Challenge 5 (1,800 XP) 
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Infernal Plague. Any Poison damage or Poisoned 

conditions inflicted by the Shambler bypass 

resistances and immunities. Shambler's are 

immune to the effect of this feature. 


Shifting FormThe Shambler does not have a solid 
form. It can squeeze through spaces 3-inches wide 
with no penalties. 


Aura of Pestilence. The area around the Shambler 
is filled with an aura of buzzing flies and miasma. 
Creatures that start their turn within a 20ft. radius 
sphere centered on the Shambler must succeed a 
DC 14 Constitution Save or take 9 (2d8) Poison 
damage, and be Poisoned until the start of their 
next turn. 


Actions 


Multiattack. The Plague Shambler can make 
three Poisonous Bludgeon attacks or two Parasitic 
Spore attacks. 


Parasitic Spore. Ranged Weapon Attack: +3 to hit, 
10/30 Range, one target. Hit: 13 (2d12) Poison 
damage. 


The Shambler gains Temporary Hit Points equal to 
the half of the damage dealt. 


Poisonous Bludgeon. Melee Weapon Attack: +4 to 
hit, 5ft. Reach, one target. Hit: 7 (1d10 + 1) 
Bludgeoning damage and 5 (1d8) Poison damage. 


Hive (1/Day). The body of the Shambler opens, 
revealing a hostile Swarm of Plague Flies that 
enter an unoccupied space within 5ft. They roll 
their own initiative, but act as if they were 
controlled by the Shambler's intent. 


The Swarm created through this ability gains the 
optional feature, Plague Bomb, with the 
associated disease Swamp Bubble Rot. 
Additionally, the Swarm gains the added benefit of 
Infernal Plague, making it immune to the poison 
damage that originates from a Shambler. 
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Plague Fly 


Optional Feature: Plague Bomb 


Plague Flies that spend periods of time 
around certain diseases or poisons absorb it 
into their tiny bodies, where over time the 
malady builds up. When these insectoids die, 
the proverbial floodgate is broken, releasing 
the pent up disease at any creatures nearby 
in a splash of green icor. 

Plague Bomb. This creature carries a potent 
disease in it's blood. When it dies, all 
creatures within 5ft. of the creature must 
make a DC 9 Constitution Save or be infected 
with the associated disease. 


Plague Fly 


Tiny Fiend, Neutral Evil 


Armor Class 12 (Natural Armour) 
Hit Points 10 (3d4 + 3) 
Speed 5ft., Fly 60ft. 


STR DEX CON INT WIS CHA 
2(-4) 18 (+4) 13(+1) 1(-5)\'°3(-4  1(-1) 
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Damage Resistances Bludgeoning, Piercing and 

Slashing from Nonmagical attacks 
Damage Immunities Poison, Necrotic 
Condition Immunities Poisoned 
Senses Darkvision 30ft. (Blind beyond), Passive 
Perception 6 
Languages - 
Challenge 1/2 (100 XP) 
i||” 
Infernal Plague. Any Poison damage or 
Poisoned conditions inflicted by the Plague Fly 
bypass resistances and immunities. 


Actions 


Proboscis. Melee Weapon Attack: +6 to hit, Oft. 


Reach, one target. Hit: 9 (1d10 + 4) Poison 
damage 


The target must succeed on a DC 9 Constitution 
Save, or be infected with a disease at the DM's 
Discretion. If a creature passes this save, they 
automatically pass on further saves for this 
attack for the next 24 hours. 


Swarm of Insects, Plague Fly 


Swarm of Insects, Plague Fly 


Medium Swarm of Tiny Fiends, Neutral Evil 


Armor Class 14 (Natural Armour) 
Hit Points 44 (8d8 + 8) 
Speed 5ft., Fly 60ft. 


STR DEX CON INT WIS CHA 
4(-3) 18 (+4) 13 (+1) - 1(-5) 3(-4) 1(-5) 
Se 
Damage Resistances Bludgeoning, Piercing and 

Slashing 
Damage Immunities Poison, Necrotic 
Condition Immunities Poisoned 
Senses Darkvision 30ft. (Blind beyond), Passive 
Perception 6 
Languages - 
Challenge 2 (450 XP) 
SP 
Infernal Plague. Any Poison damage or 
Poisoned conditions inflicted by the Swarm 
bypass resistances and immunities. 


Swarm. This swarm can occupy another 
creatures space and vice versa. The swarm can 
move through an opening large enough to fit a 
Plague Fly. The swarm cannot regain Hit Points 
or Temporary Hit Points. 


Amplify Poison. \f the target of an attack by the 
Swarm is Poisoned, the Swarm gains an 
additional 9 (2d8) Poison damage against them. 
This is reduced to 5 (1d8) Poison damage while 
below half Hit Points 


Actions 


Swarm Proboscis. Melee Weapon Attack: +8 to 
hit, O ft. Reach, one target in the swarm's space. 
Hit 10 (4d4) Poison damage, or 5 (2d4) Poison 
damage if at less than half Hit Points. 


The target of the attack must succeed on a DC 
11 Constitution Save, or be infected with a 
disease at the DM's Discretion. If a creature 
passes this save, they automatically pass on 
further saves for this attack for the next 24 
hours. 


Poison Splash (1/Day). The swarm flies around 
the creatures within its space, rubbing the slimy 
chitin of the flies against the creatures. The 
targets must succeed on a DC 14 Constitution 
Save or be Poisoned for an hour. 
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Diseases of Minauros 


Poisons and diseases ferment within the swamps of 
Minaruos regularly. Fettered corpses and decaying fauna 
provide ways for most conceivable forms of disease to 
manifest within the plane, which can be manipulated by 
interested parties into developing weaponized plagues. 
With most diseases on the Material Plane being found 
here, there are additional fiendish infections that can only 
be spawned within. Minauros. 


Swamp Bubble Rot 


A nefarious plague, that turns it's victims into walking 
disease dispensers. Those infected with it should be 
secluded from others, either until they recover on their 
own or they die. 

This disease causes the victims skin to form green 
pustule-like lesions. In the early stages of incubation, 
numerous rashes form on the skin, but towards the height 
of the disease these rashes turn into pustules that actively 
pop, releasing concentrated gas that carries this disease to 
other victims. 

After coming into contact with this disease, a creature 
must make a DC 14 Constitution Save after 1d4 hours. If 
they fail this save, the disease takes hold and begins 
spreading throughout it's body. It takes 1d10 days for the 
disease to reach its full effect. During the incubation 
period, there are three stages that it takes. The time 
between each stage is determined in 1/3 intervals of the 
number rolled. 


Stage 1- Rash 

During the first stage, numerous rashes break out across 
the victims skin. For the remaining period of infection, the 
victim suffers a 1d6 penalty to their Constitution Score. If 
this reduces the creatures Constitution to 0, they are 
considered permanently Incapacitated until the disease is 
removed. 


Stage 2 - Pustules 

During the second stage, pustules form across the 
surfaces of the rashes. For the remaining period of 
infection, the victim only regains half of their total Hit 
Points when finishing a long rest. 


Stage 3 - Miasma 

During the third stage, the pustules produce diseased 
miasma from the victim's skin. Every minute, the victim's 
pustules rupture and regrow,.releasing a 10ft. sphere of 
miasma. Any creatures within this area must make a DC 14 
Constitution Save, or contract the disease. Additionally the 
victim of the disease gains no Hit Points or Hit Dice when 
finishing a long rest. 

At the third stage, whenever the victim finishes a long 
rest, they can make a DC 14 Constitution Save to attempt 
to overcome the disease. A pass will cause the effects to 
recede over the following day. 
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Flesh Eater Sickness 


Those gripped by this disease feel an insatiable hunger for 
flesh, causing them to lash out unexpectedly. This disease 
does not stop with death, as the bacteria begin to eat and 
reanimate the corpse, driving it to pass on the disease. 

This disease is spread through saliva contact with 
victims of the disease, or creatures that spread it. The 
most obvious symptoms are erratic eye movements, along 
with slurred and incomprehensible speech. 

When saliva from a diseased creature touches the 
victims skin, they must succeed on a DC 16 Constitution 
Save. On a fail, the disease begins incubating, with 
symptoms appearing after 2d4 hours. After symptoms 
appear, it takes another 1d6 hours for the effects of the 
disease to begin. 

When using their Action in combat, the victim must 
succeed on a DC 16 Wisdom Save. On a fail, the victim 
instead makes an attack against a creature in range at the 
DM's discretion. If the victim has multiattack, it can target 
different creatures. 

Additionally, when the victim reduces a target to 0 Hit 
Points, they are driven by an extreme hunger. They take a 
direct path towards the body, taking the safest route 
possible. When within 5ft., the creature expends their 
action stripping the corpse of flesh and eating it. The 
victim does not suffer the usual biological penalties for 
eating raw flesh. 

For each time this happens, the victim gains a +1 to their 
Strength Score, but takes a -1 penalty to Intelligence and 
Charisma. This can happen three times. When the disease 
is removed, these statistical changes are reverted. 

If the victim dies before this disease is removed, they are 
reanimated as a zombie, retaining their physical statistics 
but taking the mental statistics of a zombie. 

This disease can be removed by using the Lesser 
Restoration spell, or similar magic. 


Fiends of Phlegethos 


The Plane of Phlegethos is covered in vast oceans of lava, 
while it's landscape is dotted with fortresses of obsidian. 
The fire here does not inhibit devils, which is often 
incorporated into the designs of settlements. 


‘Lava Devil 


A Lava Devil, also known as a "Fernagon", spend the 
majority of their time swimming through the currents of 
lava that spread across the Plane of Phlegethos. Their 
bodies provide them a natural immunity to the heat, while 
they are also covered in sharp fins which let them cut 
through and displace lava as if it was water. 

Their main goal as a Lesser Baatezu is to carry important 
messages and deliveries between the various fortresses 
that dot the planar scape, utilizing their abilities to do so. 
When not entrusted with delivering items, they are 
sequestered into various infernal regiments. Their limited 
numbers often mean they are not seen in large groups. 

Lava Fins. A secondary effects of these fins allow the 
devil to absorb heat as it moves. By doing this, they can 
release it in waves of immense temperature, burning 
those who lack resistances to fire. 

Long Breath. Accompanying the devil's ability to swim 
through lava, they have lungs which are much larger than 
most Baatezu, allowing them to submerge in lava for long 
periods of time should it be required. 


‘Lava Devil 
Medium Fiend (devil), Lawful Evil 


Armor Class 13 (Natural Armour) 
Hit Points 45 (7d8 + 14) 
Speed 30ft., Swim 30ft. 


STR DEX CON INT WIS CHA 
TRE AES EA ONO) EE AEA 
n 

Saving Throws DEX +5, CON +4, CHA +0 

Skills Acrobatics +5 

Damage Resistances Cold; Bludgeoning, 
Piercing and Slashing from Nonmagical 
Attacks that aren't Silvered 

Damage Immunities Fire, Poison 

Condition Immunities Poisoned 

Senses Darkvision 60ft., Passive Perception 11 

Languages Infernal, Telepathy 120ft. 

Challenge 2 (450 XP) 
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Devil Sight. Magical Darkness does not impede 

the devil's darkvision. 


Magical Resistance. The Lava Devil has 
advantage on saving throws against spells and 
other magical effects. 


Magma Swimmer. This devil can swim through 
lava and magma as if it had the properties of 
water. 


Large Lungs. When determining how long this 
creature can hold their breath, it's Constitution 
Modifier is considered to be +5. 


Actions 
Multiattack. The Lava Devil makes two Swipes. 


Swipe. Attack Style: +5 to hit, 5ft. Reach, one 
target. Hit: 7 (1d6 + 3) Slashing damage and 3 
(1d6) Fire damage 


Heat Wave (1/day). The Lava Devil flares it's 
fins, releasing waves of stored heat from 
swimming through lava. All creatures within 
10ft. of the devil at the start of their turn must 
make a DC 15 Constitution Save, or take 13 
(3d8) fire damage. This effect lasts until the end 
of the devil's next turn. 
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Serai 


Serai are bottom dwellers among the Batezu hierarchy, 
often being created directly through promotion from less 
than satisfactory Lemure's. Their lower halves are that of 
reptiles, providing the ability to climb over the terrain that 
is presented on the solid land of this layer, which is 
connected to their upper torso, including arms and a head 
that resemble a human. While they have an innate ability 
to climb over rock faces, they lack much combat prowess. 
Instead, they are able to manipulate fire to a certain 
degree, which provides them with positions among devil 
civilization as smiths and builders. Being unable to defend 
themselves effectively against higher ranking devils, Serai 
are often "strong-armed" into doing work that other devils 
do not, save for some exceptions (such as Imps and 
Lemures). 


Lava Manipulator. Their power over fire (and by 
extension lava) does not allow them to attack with the 
latter, but instead they are able to slowly cool it down, 
forming it into a black glass with which giant fortresses can 
be made. Small scale application of this ability requires 
entire decades to create the required amount, but when 
done en-masse, Serai can quickly prove their use. 

Stoneskin. While Serai resemble humans from the 
torso upwards, their flesh-shaded carapace has a natural 
reaction to heat that causes it to becoming flaky and 
coarse when near to heat or subjected to fire attacks. Serai 
who spend a long period of time within this station exhibit 
rare forms of shedding, where clumps of skin will become 
coarse permanently, eventually falling from the body as 
whole scales after a new layer of skin has developed 
underneath. 


Serai 
Large Fiend (devil), Lawful Evil 


> 
Armor Class 15 (Natural Armour) 

Hit Points 30 (4d10 + 8) 

Speed 25ft., Climb 20ft. 


Sn 


STR DEX CON INT WIS CHA 
AR) AA a EE r A ee EE EA E) 
OB 
Saving Throws CON +4 
Damage Resistances Cold; Bludgeoning, Piercing 
and Slashing from Nonmagical Attacks 
Damage Immunities Fire, Poison 
Condition Immunities Poisoned 
Senses Darkvision 60ft., Passive Perception 11 
Languages Infernal, Telepathy 120ft. 
Challenge 1 (200 XP) 
Devil Sight. Magical Darkness does not impede 
the devil's darkvision. 


Magical Resistance. The Serai has advantage on 
saving throws against spells and other magical 
effects. 


o Tiin a a ee ee a a 


Fire Manipulator. Serai can manipulate sources of 
flame. At the start of it's turn, the Serai can choose 
one of the following options when within 60ft. of a 
flame that it can see, provided it fits within a 5ft. 
space: 


e Snuff. The flame is snuffed, extinguishing it 
immediately. If the source is still present, the 
flame will not ignite until the start of the devil's 
next turn. 

e Control. The Serai can move the flame up to 
30ft. to another surface. 

e Roar. The flame grows out of control, doubling 
in size and heat. Creatures that start their turn 
in the flame take 1d10 fire damage. 


Lava Manipulator. The Serai can slowly 
manipulate lava. At the start of it's turn, it.can 
choose a 5ft. by 5ft. space of lava. It can either 
move this lava up to 10ft. in any direction to an 
unoccupied space, or cool it down creating 
difficult terrain in that space. 


Actions 


Hammer. Melee Weapon Attack: +3 to hit, 10ft. 
Reach, one target. Hit: 6 (1d10 + 1) Bludgeoning 
damage 
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Burning Devil 


Burning Devils are often referred to as "Ardeon" and 
acquire their name from the ever present flames that lap 
their skin. Constantly wreathed in plumes of fire, the 
position of a Burning Devil is often regarded as a 
punishment, as their main job within a battlefield is to run 
into enemy lines, latching onto creatures until either the 
target burns, or the devil dies. While on other planes, this 
is merely a set back, but being relegated to this position 
while in the hells is often a death sentence. 


The body given to Burning Devils is compounded by an 
ability unusual for Lesser Baatezu; while in the presence of 
flames, the devil's flesh actively regenerates. This can 
make fighting one difficult unless it's opponent can douse 
the flames long enough. 


Flame Begets Fire. Burning Devil's are most at ease 
when surrounded by flames. Be them the natural flames 
that lap the devil's flesh, or those of volcanoes, forges and 
spells. To accommodate this, they are exclusively found 
within Phlegethos. Often serving as guardsmen for 
obsidian fortresses, or patrolling the various landscapes 
for intruders to the Plane. With fire being their primary 
source of damage, it often strikes a difficulty in dealing 
with natives to Phlegethos, so necessary limits are put on 
the number of Burning Devils at once to prevent an 
overabundance. 


Burning Devil 
Medium Fiend (devil), Lawful Evil 


—-— 
Armor Class 14 (Natural Armour) 

Hit Points 60 (8d8 + 24) 

Speed 40ft. 


STR DEX CON INT WIS CHA 
15(+2) 11(+0) 16(+3) 10(+0) 8(-1) 10(+0) 
aD 

Saving Throws STR +4, CON +5, WIS +1 

Skills Athletics +4 

Damage Resistances Bludgeoning, Piercing and 
Slashing from Nonmagical Attacks that aren't 
Silvered 

Damage Immunities Poison, Fire 

Condition Immunities Poisoned 

Senses Darkvision 60ft., Passive Perception 9 

Languages Infernal, Telepathy 120ft. 

Challenge 4 (1,100 XP) 

OS 

Devil Sight. Magical Darkness does not impede 

the devil's darkvision. 


Magical Resistance. The Burning Devil has 
advantage on saving throws against spells and 
other magical effects. 


Burning Flesh. The Burning Devil produces a 
roaring fire from it's flesh, creating 30ft. of bright 
light around it and filling the space it occupies 
with fire. While this fire is active, any creatures 
standing within 5ft. of the devil take 6 (1d10) fire 
damage at the start of their turn. Additionally, if 
the devil is grappling a creature, they take 6 (1d10) 
fire damage on the start of their turn. 


At the start of the Burning Devil's turn while the 
fire is active, it regains 8 (1d8 + 3) Hit Points. The 
fire can be extinguished if the devil is entirely 
submerged in water or a magical effect that snuffs 
a flame targets it. 


Cold Vulnerability. When the Burning Devil takes 
10 or more cold damage from a single source, the 
fire provided through Burning Flesh. is 
considered to be extinguished until the end of it's 
next turn. 


Actions 


Multiattack. The Burning Devil makes three 
attacks. It can substitute one melee attack to 
attempt a grapple. 


Immolate. Ranged Weapon Attack: +5 to hit, 
30/60 ft. Range, one target. Hit: 9 (1d10 + 3) Fire 
Damage 


If the target is a flammable object that isn't being 
worn or carried, it is ignited. 


Burn. Melee Weapon Attack: +4 to hit, 5ft. Reach, 
one target. Hit: 6 (1d6 + 2) Bludgeoning damage 
and 6 (1d10) Fire damage 
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Fiends of Stygia 


The Plane of Stygia is comprised of numerous ice fjords 
separated by the River Styx. Arctic beasts from the 
material can be found here, along with a variety of 
creatures that inhabit the Styx itself. Unique among the 
planes for having little devil civilization, the wilderness 
provided here makes for good hunting grounds to train 
devils. 


Depths Devil 


A semi-aquatic classifcation of Lesser Baatezu, Depths 
Devils, or "Profunon", are found within the ice fjords of 
Stygia. This devilish form is capable of burrowing through 
ice, making them excellent ambushers in areas of frozen 
ice. While a promotion to becoming a Depths Devil might 
be seen as a boon, considering their natural abilities, many 
devils dislike the idea of digging through ice for days, 
maybe even months, on end. 

Armed with powerful claws, Depths Devils can easily 
protect themselves in combat, which is often required 
when unearthing frozen devils who possess extreme, un- 
directed aggression. 

Ice Tunnels. While using their natural tunneling, 
Depths Devils-leave behind various sized tunnels. These 
can be a boon to devil and traveler alike, as finding one 
can help navigate the plane without crossing expansive ice 
sheets. Depending on the flow and freezing speed of the 
plane at the time of the tunnels creation, they can last 
anywhere from one day to a week. 

Occupation Hazard. One of the most important rules 
to follow when promoted to this position is to ‘avoid the 
water’. This is due to the water that permeates the Plane 
originating from the River Styx. Their aquatic nature is not 
given to them for thriving in this water, it is instead to 
facilitate escaping it should they fall in or a breach forms in 
a tunnel. If a Depths Devil succumbs to the effects of the 
Styx, they are often demoted to a Lemure as punishment 
for failing to follow one of the few rules given to them. 
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Depths Devil 


Medium Fiend (devil), Lawful Evil 


Armor Class 13 (Natural Armour) 
Hit Points 45 (7d8 + 14) 
Speed 30ft., Burrow 20ft., Swim 40ft. 


STR DEX CON INT WIS CHA 
11840)- 16(+3)- 14(42)  10(+0)- 10 (40) - 8 (-1) 
— 

Saving Throws DEX +5, CON +4, INT +2 

Skills Acrobatics +5, Perception +2 

Damage Resistances Bludgeoning, Piercing and 
Slashing from Nonmagical Attacks that aren't 
Silvered 

Damage Immunities Fire, Poison, Cold 

Condition Immunities Poisoned 

Senses Darkvision 120ft., Passive Perception 12 

Languages Infernal, Telepathy 120ft. 

Challenge 2 (450 XP) 

E 

Devil Sight. Magical Darkness does not impede 

the devil's darkvision. 


Magical Resistance. The Depths Devil has 
advantage on saving throws against spells and 
other magical effects. 


Ice Tunneler. The Depths Devil produces 3ft. 
diameter holes when burrowing through ice. 


Actions 


Multiattack. The Depths Devil makes two Claw 
attacks. If Depths Dash is recharged, it will use 
that instead. 


Claw. Melee Weapon Attack: +5 to hit, 5ft. 
Reach, one target. Hit: 7 (1d6 + 3) Slashing 
damage 


Depths Dash (Recharge 6). The Depths Devil 
builds up power in it's legs, before speeding in 
a direction. The devil designates a 5ft. wide, 
15ft. long line from itself. It makes a Claw attack 
against each of the creatures in the line, dealing 
an additional 3 (1d6) Slashing damage on a hit. 
After performing the attacks, the Depths Devil 
will move to an unoccupied space within 5ft. of 
the end of the line without provoking 
opportunity attacks. 


If the line designated forces the devil to move 
through space that can be burrowed, it does so 
as part of the movement, leaving behind a 
tunnel. 
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Silt Crawlers 


A form of crustacean that thrives on the bottom of the 
River Styx, and by extension the various waterways that 
flow between the ice fjords of the plane. Partially 
reminiscent of a lobster from the Material Plane, Crawlers 
have two fleshy bulbs on the abdomen along with natural 
forming blades that line their claws. As they crawl across 
the floor, they slowly pick through the soft material, 
collecting pearls and crystallized souls, with the later 
forming the basis for it's diet. 

Larger creatures often prey upon Crawlers, consuming 
the crystallized souls that they have not yet absorbed. 
However, they are not entirely defenseless, as an internal 
biological mechanism allows the Crawler to fire the pearls 
at speeds fast enough to pierce flesh compounded by 
their razor sharp claws that are sharpened continuously as 
they sift through the materials found at the bottom of the 
River. 

Cross-planar Creature. Unlike most other fiends 
found in this supplement, Silt Crawlers can be found 
outside of the designated Plane, as the River Styx flows 
through many of the Planes of Hell. They are, however, 
most common in Stygia on account of the vast expanses of 
water connected to the River. 

Surface Exploration. In unique situations of over- 
crowding, or a lack of crystallized souls upon the floor of 
the Styx, Silt Crawlers will come to land for short periods of 
time and try to directly consume the essence of devils (or 
mortals). In these circumstances, creatures who are 
attacked above the water by Crawlers have found it easiest 
to move way as fast as possible, as the crustaceans lack 
maneuverability on the surface. However, being 
ambushed by a group of Crawlers can be quite deadly. 


Silt Crawler 


Tiny Fiend, Neutral 


n 
Armor Class 11 (Natural Armour) 

Hit Points 16 (3d4 + 9) 

Speed 10ft., Swim 30ft. 


—— 


STR DEX CON INT WIS CHA 
TOLEO SE 1161(3) a (5) ye Si(E3)e 2 (5) 
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Damage Immunities Poison, Cold 

Condition Immunities Poisoned 

Senses Darkvision 30ft. (blind beyond), Passive 
Perception 7 

Languages - 

Challenge 1/2 (100 XP) 

|l 

Styx Pearl Reserve. The Silt Crawler can hold 

up to 8 pearls at a time. They gain 1d4 + 1 after 

a long rest. 


Actions 


Slash. Melee Weapon Attack: +3 to hit, Oft. 
Reach, one target. Hit: 3 (1d6) Slashing damage 


Fire Styx Pearl. Ranged Weapon Attack: +3 to 
hit, 10/30ft. Range, one target. Hit: 4 (1d6 + 1) 
Piercing damage 


Sentient creatures hit by this attack must 
succeed on a DC 8 Constitution Save, or suffer a 
-1 penalty to all Intelligence and Wisdom checks 
and saves for the next hour. The penalties are 
cumulative, up to -3. 
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Frostmare 


A horse-like fiend, similar in vein to a Nightmare, that has 


been irrevocably changed by the chilling cold of Stygia. 
They migrate across the ice floats of Stygia in herds, using 
their natural ability to freeze the environment around 
them to walk over the Styx. Seeing one within settlements 


upon Stygia is uncommon, as the taming process is usually 


tenuous and time consuming. However, when tamed, they 
provide a lot of utility for devils sequestered to Stygia who 
lack the ability to fly. 

Chilling Step. Frostmare produce currents of cold air 
from their legs, which lets them freeze liquids that come 
into contact with their hooves. This allows allows them to 
deal more harm to enemies who they strike, causing those 
who lack resistances to the cold of Stygia to move slowly. 
These can be used in tandem, making it difficult to fight a 
Frostmare directly without a plan, as they can quickly 
escape aggressors. 

Frozen Hide. Whenever a Frostmare dies, be it of 
natural causes or through combat, it releases a final blast 
of chilling winds, causing it's body to freeze entirely while 
damaging those that are standing nearby. Following this, 
the body is encapsulated in icy crystals, some of which 
protruding from the corpse. If left long enough, which is 
unlikely due to various other beasts and fiends eating the 
body, it will continue to grow until it forms a pillar of ice 
which produces another Frostmare after growing large 
enough. 
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‘Frostmare 
Large Fiend, Neutral Evil 


> So G 
Armor Class 11 (Natural Armour) 

Hit Points 85 (9d10 + 36) 

Speed 60ft. 
cS 


STR DEX CON INT WIS CHA 
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Skills Athletics +5 

Damage Immunities Poison, Cold 

Condition Immunities Poisoned 

Senses Darkvision 120ft., Passive Perception 7 

Languages Can understand Infernal but can't 
speak 

Challenge 3 (700 XP) 

Å l 

Chilling Aura. Creatures and liquids around the 

Frostmare freeze due to proximity. Creatures 

that start their turn within 5ft. of the Frostmare 

take 1d8 cold damage. The Frostmare can 

choose if a creature is subjected to this effect. 


Frost Hooves. The Frostmare can walk and 
stand on the surface of liquids. If the liquid 
cannot be frozen, the Frostmare cannot stand 
on it, but can still move over it provided it does 
not stop moving. 


Confer Cold Resistance. The Frostmare can 
grant resistance to Cold damage to anyone 
riding it. 


Actions 


Hooves. Attack Style: +5 to hit, 5ft Reach, one 
target. Hit: 10 (2d6 + 3) Bludgeoning damage 
and 7 (2d6) cold damage 
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Fiends of Malbolge 


The Plane of Malbolge is designated as a prison plane, 
where relegated devils are imprisoned as seen fit. The 
terrain makes it difficult to support large settlements. 


Jail Devil 


Jail Devil's are a unique classification of Greater Baatezu, 


who typically retain the role for the remainder of their 
infernal life. They answer directly to the archdevil of 
Malbolge, with a primary objective of wandering the plane 
to ensure the prisoners left destitute here are sufficiently 
punished. How they achieved this was through the unique 
application of psychic power, which allowed them to cause 
a great deal of mental damage, targeting a devil's soul. 

Psychically Charged. Whether through a past life, or 
as a side effect of the promotion, Jail Devil's are capable of 
reading minds along with psychically attacking those who 
are deemed punishable. 


The already fragile mental state of prisoners within 
Malbolge often make it easy for Jail Devil's to acquire the 
information that they need. But, in the circumstances 
where a devil is more strong willed, they can be broken 
down through repeated psychological attacks. 

Remote Control. A Jail Devil forms a unique bond to 
their weapon of choice, most typically being a specially 
designed spear that they use during interrogations and 
torture. Aided by psychic power, the Jail Devil is capable of 
wielding the weapon at range, sending it into the back- 
lines of enemies while grappling and psychically attacking 
those nearby. 

Mind Reader. When a Jail Devil is not taking pleasure in 
torturing the deceitful, they will make direct attempts to 
read the minds of the imprisoned. Most prisoners in 
Malbolge have been mentally worn down from the 
hazards of the environment, providing an easy 
opportunity for gathering the information they need. 


Large Fiend (devil), Lawful Evil 


Armor Class 16 (Natural Armour) 
Hit Points 117 (18d10 + 18) 
Speed 30ft. 


STR DEX CON INT WIS CHA 
18 (+4) 9(-1) 13(+1) 10(+0) -17(+3) T E2) 
- re 

Saving Throws STR +7, DEX +2, INT +3, WIS +6 

Skills Insight +6, Intimidation +5 

Damage Resistances Cold; Bludgeoning, Piercing 
and Slashing from Nonmagical Attacks that 
aren't Silvered 

Damage Immunities Poison, Fire 

Condition Immunities Poisoned 

Senses Darkvision 120ft., Passive Perception 13 

Languages Infernal, Telepathy 300ft. 

Challenge 8 (3,900 XP) 

SSS 

Devil Sight. Magical Darkness does not impede 

the devil's darkvision. 


Magical Resistance. The Jail Devil has advantage 
on saving throws against spells and other magical 
effects. 


Mind's Eye. The Jail Devil is capable of reading the 
surface thoughts of most creatures. The creature 
must have more than 3 Intelligence, and cannot 
be above the Jail Devil in terms of Infernal Rank. 
Creatures that fulfill these conditions can have 
their mind read as if the Jail Devil was 
permanently under the effect of Detect Thoughts 
(Save DC 14) 


Actions 


Multiattack. The Jail Devil makes three Spear 
attacks. It can replace one Spear attack with 
Torture. 


Spear. Melee Weapon Attack: +7 to hit, 5ft. Reach, 
20/60 Range, one target. Hit: 9 (1d8 + 4) Piercing 
damage or 10 (1d10 + 4) Piercing damage if held 
in two hands 


The Jail Devil can choose to animate the spear 
after throwing it. The spear becomes animated, 
following the same rules for the Spiritual Weapon 
spell, with a change allowing the weapon to attack 
as part of the devil's multiattack instead of as a 
bonus action. 


Torture. The Jail Devil makes a grapple attempt 
against a creature within 5ft. If the creature is 
grappled, it immediately suffers 11 (2d10) Psychic 
damage. While grappled this way, the creature 
must make a DC-14 Wisdom Save at the start of 
it's turn, or lose it's action. 


Mind Prison (Recharge 5-6). The Jail Devil targets a 
creature it can see within 60ft. The target must 
make a DC 17 Wisdom Save, or take 22 (4d10) 
Psychic damage, and suffer the Paralyzed 
condition until the end of their next turn. 


Reactions 


Bend Attack. As a reaction to being hit by a 
creature within 30ft., the Jail Devil can choose a 
different creature to be the target of the attack 
provided it is in range of the attacker. The attacker 
must succeed on a DC 17 Wisdom Save. On a 
pass, they can still hit the Jail Devil. On a fail, the 
attack instead hits the new target. 
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Dultura 


Dultura are a localized endemic of fiendish life that prey 


upon the devils incarcerated in Malbolge. A flying bird that 
thrives in the Planes turbulent lands, they have developed 
a taste for fiendish flesh, which provides them free reign 
on meals as many devils sent to this 'Prison Plane’ are 
regularly restrained, making them easy to bite. 

Migration Seasons. It is not uncommon to see flocks 
of Dultura passing through rifts to other Planes. This is due 
in part to mating circumstances, as the terrain of Malbolge 
does not openly provide for areas to nest. Instead, they 
travel to Nessus, Maladomini or Avernus for a short 
period, returning to Malbolge while the eggs hatch, and 
then making a return journey to ensure those that survive 
the hatching are guided properly. 

Flayed Feathers. Throughout the plumage of a 
Dultura, most creatures would make notice of some 
strange looking feathers. They appear like feathers that 
have split, ending in spiky bumps. These are a defense 
measure developed over time for the Dultura, as the 
feathers are shed when hit, causing those underneath the 
scavenger to receive numerous cuts. 
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Dultura 
Small Fiend, Neutral 


Armor Class 14 (Natural Armour) 
Hit Points 35 (10d6) 
Speed 1 0ft., Fly 40ft. 


STR DEX CON INT WIS CHA 
9(-1) 14(42) T0 1(-5) 15(+2) 3(-4) 
ee 

Skills Perception +4 

Damage Immunities Poison 

Condition Immunities Poisoned 

Senses Darkvision 120ft., Passive Perception 14 
Languages - 

Challenge 1 (100 XP) 
o y 
Pack Tactics. The fiend has advantage on an 
Attack Roll against a creature if at least one of 
the fiend's allies is within 5 ft. of the creature 
and the ally isn't Incapacitated. 


Eager Scavenger. The Dultura can detect the 
general location of creatures who are not at 
their Hit Point Maximum while within 1 mile of 
them: 


Actions 


Peck. Melee Weapon Attack: +4 to hit, 5ft. 
Reach, one target. Hit: 8 (1d10 + 2) Piercing 
damage 


Squawk (1/Day). The Dultura makes a high- 
pitched squawk, attempting to call out to a 
member of it's group. It can choose another 
Dultura within 120ft. The chosen creature can 
use their reaction to fly up to 40ft. immediately. 
Attacks of opportunity against the target are 
made at disadvantage. 


Reactions 


Flaying Feathers (3/Day). As a reaction to being 
hit by a creature, the Dulutra can eject.feathers 
from it's plumage, raining down on any 
creatures underneath it. 


Any creatures in a 15ft. Square centered on the 
space up to 30ft. below thè Dultura must make 
a DC 13 Dexterity Saving throw. On a fail, 
creatures:take 5 (1d8) Slashing damage. 


: D 


‘Entropy Devil 


Entropy Devils are also referred to as "Entradio". Similar in 


form to a Putrid Devil, Entropy Devils are a class of devil 
that fight by secreting toxic acid, which is continuously 
produced in their stomachs. To further increase the 
potency of their attacks, a main form of delivering this acid 
is by grabbing a creature, and stuffing it's upper torso 
inside of their mouths. 


Unlike their planarly distant cousins, an Entropy Devil is 
not aggressive, with some even holding positions of office. 
However, the are known to punish their subordinates 
through the use of their aforementioned attack, which 
most devils would understand brings a high risk of death. 


Potent Acid. The acid produced within an Entropy Devil 
is strong enough to melt corrosion susceptible metals such 
as iron. Creatures who are swallowed by the Entropy Devil 
but live to tell the tale will often notice that their armour 
has become weaker, or their blades have become 
pockmarked. 

Entropic Grasp In addition to the potency of it's 
internal reserve of acid, Entropy Devils have the ability to 
manipulate this acid at long ranges. By itself, this does not 
mean much besides letting pools collect in certain areas, 
but through divisive use of this ability, they are able to 
physically affect creatures, making them move in certain 
ways or hamper their ability to attack. 


‘Entropy Devil 


Large Fiend (devil), Lawful Evil 


OoOo Se e RAAL e e r 
Armor Class 16 (Natural Armour) 

Hit Points 114 (12d10 + 48) 

Speed 30ft. 
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STR DEX CON INT WIS CHA 

16(+3) 10(+0) 19(+4) 12(+1) 14(4+2) 6(-2) 

(i 

Saving Throws STR +6, CON +7, CHA +1 

Skills Intimidation +1 

Damage Resistances Cold; Bludgeoning, Piercing 
and Slashing from Nonmagical Attacks that 
aren't Silvered 

Damage Immunities Poison, Fire, Acid 

Condition Immunities Poisoned 

Senses Darkvision 120ft., Passive Perception 12 

Languages Infernal, Telepathy 120ft. 

Challenge 7 (2,900 XP) 


nn e a 


Devil Sight. Magical Darkness does not impede 
the devil's darkvision. 


Magical Resistance. The Depths Devil has 
advantage on saving throws against spells and 
other magical effects. 


Actions 


Multiattack. The Entropy Devil makes two Slam 
attacks. If both attacks hit the same target, the 
target is grappled (Escape DC 14). It can grapple 
two targets this way. 


Slam. Melee Weapon Attack: +6 to hit, 5ft. Reach, 
one target. Hit: 9 (1d10 + 3) Bludgeoning damage 


Engorge. The Entropy Devil opens it's mouth wide, 
stuffing the upper body of a grappled target in an 
attempt to eat it. The grappled creature must 
make a DC 17 Constitution Save, or take 22 (5d8) 
Acid damage. Additionally, if the target is wearing 
armour, the armour sustains a -1 penalty to it's 
AC. This penalty is cumulative, and if it reduces 
the armour's AC to 10, then the item is considered 
broken and cannot be used. 


Creatures hit by this attack are susceptible to 
Entropy. 


Reactions 


Entropy (Recharge 4-6). The Entropy Devil is able 
to manipulate other creatures who have been 
damaged by it's acid, physically interfering with 
their actions. As a reaction to a creature within 
60ft. making an attack roll, save or check, 
provided they have been attacked with Engorge 
by the devil in the past minute, the Entropy Devil 
can roll a d20, and choose to replace their roll 
with the new one. 
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Fiends of Maladomini 


The Plane of Maladomini is occupied by hundreds of 
ruined cities that make for perfect environments to 
encounter defectors, prisoners and denizens of other 
planes. 


Blood Devil 


Blood Devils are referred to as 'Sanguanai' among the 
Infernal Hierarchy. They are gangly and withered most of 
the time, but when they attack and consume adventurers 
who wander through the mazes of Maldomini, they gain 
renewed strength as the blood is processed in special 
glands that turn it into adrenaline. In addition to this, 
Blood Devils have a special sense, allowing them to know 
the general location of creatures with fresh blood while 
within a mile of them. 

These devils are an unintended product of the 
promotion system established throughout the hells, as 
they are made when a lemure's original soul used to be a 
Vampiric Spawn, or even a Vampire, as if the desire for 
blood that they have has tainted the essence of the soul. 


Blood Price. When conducting rituals to summon devils 
on the material plane, Blood Devils are always a potential 
threat when using blood as a component in the 
summoning process. Should one be summoned this way 
and unless restrained with a magic circle or other similar 
magic, they will go on a rampage, consuming as much 
blood as possible until they either die from fighting 
creatures that are too strong, or until all of the creatures it 
can sense are dead. While this frenzy will leave them with 
great power, it is drained from them upon returning to the 
Hells, returning them to a state of eternal anguish. 

Keen Trackers. Their ability to track blood is often 
considered less refined than it actually is. On some 
occasions, Dukes and Duchess' who have come into 
contact with intrepid adventurers might come into 
possession of blood vials. If so, a Blood Devil can easily be 
bribed into hunting the mortal down through the use of 
this blood, leaving the Hells to track them down over great 
distances, for the potential reward of a promotion. When 
doing so, they are single-minded hunters, with extreme 
efficiency. 


Blood Devil 


Medium Fiend (devil), Lawful Evil 


___ a 
Armor Class 15 (Natural Armour) 

Hit Points 88 (16d8 + 16) 

Speed 30ft. 
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Saving Throws DEX +6, WIS +5 

Skills Perception +5 

Damage Resistances Cold; Bludgeoning, Piercing 
and Slashing from Nonmagical Attacks 

Damage Immunities Poison, Fire 

Condition Immunities Poisoned 

Senses Darkvision 120ft., Blindsight 30ft., Passive 
Perception 15 

Languages Infernal, Telepathy 120ft. 

Challenge 5 (1,800 XP) 
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Devil Sight. Magical. Darkness does not impede 
the devil's darkvision. 


Magical Resistance. The Blood Devil has 
advantage on saving throws against spells and 
other magical effects. 


Blood Sense. The Blood Devil knows the general 
direction of any creature with flowing blood within 
1 mile. 


Blood Craze. When the Blood Devil successfully 
hits, or drinks, the blood of a living creature, it 
enters a frenzy. At the start of its next turn and for 
the next minute, or until it is incapacitated, the 
devil gains an additional 20ft. movement speed, 
two more attacks and the Sanguinate ability can 
be recharged. 


Actions 


Multiattack. The Blood Devil makes two Claw 
attacks 


Claw. Melee Weapon Attack: +6 to hit, 5ft. Reach, 
one target. Hit: 15 (3d6 + 3) Slashing damage 


Sanguinate (Recharge 4-6). This ability cannot be 
used until Blood Craze is active and can only be 
recharged while in that state. As an action, the 
Blood Devil grabs a living creature within 5ft. This 
creature must succeed a DC 15 Dexterity Save. On 
a fail, the creature suffers 28 (8d6) piercing 
damage, causing plumes of blood to streak 
outwards towards new targets. The Blood Devil 
can choose up to 2 other creatures within 15ft., 
who must make the save or suffer half of the 
damage rolled previously. 


A creature that has been targeted by the initial 
damage of Sanguinate cannot be targeted with it 
again. 
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‘Wandering Devil 


Wandering Devils are referred to as 'Vitorai’. This name is 


given due to their unique position, granted directly by the 
Archduke of Maladomini to scour the vast ruins that 
blanket the Plane, often with the goal of returning with lost 
items or antiquities. The bodies provided as part of the 
promotion are particularly resilient to the challenges 
produced from the landscape of the Plane, making 
Wandering Devils excellent candidates for searching the 
many ruins. 

Help for Sale. While they are tasked with their charge 
from the Archduke, Wandering Devils are uniquely not 
adverse to aiding overs, for a price. Either through Soul 
Coins, crystallized souls or a brief siphon of living essence, 
Wandering Devils can act as guides for mortals trying to 
run away from the Material Plane, or for adventurers 
seeking their own glory. This does not, however, prevent 
Wandering Devils from leading mortals to their doom, 
provided others are willing to pay more. 

Born Explorer. Wandering Devils have a natural sense 
of direction, always knowing the distances to established 
land marks or settlements. This is coupled with their ability 
to navigate areas of rough terrain with ease, making them 
skilled in moving around Maladomini. Coupled with this, 
they have a basic level of combat ability, enough to defend 
themselves against the various fiendish creatures 
scattered throughout the ruins. 
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Wandering Devil 


Medium Fiend (devil), Lawful Evil 


Armor Class 13 (Natural Armour) 
Hit Points 44 (8d8 + 8) 
Speed 30ft. 
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Saving Throws CON +3 

Skills Survival +5, Perception +5, Investigation 
+5 

Damage Resistances Cold; Bludgeoning, 
Piercing and Slashing from Nonmagical 
Attacks that aren't Silvered 

Damage Immunities Poison, Fire 

Condition Immunities Poisoned 

Senses Darkvision 120ft., Passive Perception 15 

Languages Infernal and three other languages, 
Telepathy 120ft. 

Challenge 2 (200 XP) 

Sa S 


Devil Sight. Magical Darkness does not impede 
the devil's darkvision. 


Magical Resistance. The Wandering Devil has 
advantage on saving throws against spells-and 
other magical effects. 


Natural Tracker. The Wandering Devil gains 
advantage when making Wisdom (Survival) 
checks for tracking creatures, or when trying to 
overcome a natural obstacle. 


Explorer. The Wandering Devil is magically 
aware of notable locations within 1 mile. 


Bonus Action 


Traversal (3/Day). As a bonus action, the 
Wandering Devil can Disengage or Dash. Any 
movement done after using this feature ignores 
the effects of difficult terrain until the start of 
the devil's next turn. 


Actions 


Multiattack. The Wandering Devil makes two 
attacks with it's Staff 


Staff. Melee Weapon Attack: +3 to hit, 5ft. 
Reach, one target. Hit: 6 (1d8 + 1) Bludgeoning 
damage or 7 (1d10 + 1) Bludgeoning damage if 
held in two hands 
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The Forgotten 


The Forgotten are mortals warped by the essence of the 


Plane. These mortals are typically those who flee to the 
Plane to escape threats from the Material Plane, or those 
who arrived there to make a deal with the Archduke. As 
part of the process, The Forgotten endure a slow physical 
metamorphosis that typical require long years spent on 
the Plane, resulting in a shorter height, greying skin and 
hair, followed by a complete loss of personality that 
devolves the mortal into mindless wandering. 

Their new forms remove the necessity to eat, but an 
echo of their previous life urges them to do, causing most 
to gnaw on dead vegetation and flesh. 

Recovery. It is possible for a Forgotten to recover from 
their degradation, however it would require a Wish spell or 
equivalent effort from an Archduke. When this happens, 
they entirely revert to the state before entering the Plane, 
meaning anything that has happened between then and 
the now has to be forgotten. Sometimes, nefarious 
mortals with access to planar transportation will deposit 
their victims, or prisoners, here until the required time 
where they will retrieve the victim, and apply necessary 
magics to recover their mind. 

Wild and Free. The process of becoming Forgotten 
locks away the important pieces of a soul, such as 
personality and memories, while discarding other 
elements that would make the creature desirable by a 
devil. This means that most devils who hunt for mortals 
will ignore Forgotten unless they attack first. 
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The Forgotten 


Medium Fiend, Lawful Neutral 


Armor Class 12 (Natural Armour) 
Hit Points 38 (7d8 + 7) 
Speed 25ft. 
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Damage Immunities Poison 

Condition Immunities Poisoned, Charmed, 
Frightened 

Senses Darkvision 30ft., Passive Perception 7 

Languages Can understand Infernal, but 
cannot speak it 

Challenge 1 (200 XP) 
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Mindless. The Forgotten will always attacks the 

last creature who damaged it. When attacking a 

creature that has damaged it, The Forgotten 

makes all attacks at advantage. When it does 

this, all attacks against it gain advantage until 

the start of it's next turn. 


Actions 


Multiattack. The Forgotten makes two Slam 
attacks. 


Slam. Melee Weapon Attack: +4 to hit, 5ft, 
Reach, one target. Hit: 7 (1d8 + 2) Bludgeoning 
damage 


Rampage (1/Day). When under the effect of 
Mindless, The Forgotten can use Rampage in 
place of it's multiattack. It rolls to attack with 
Slam, taking a -6 penalty to the roll (total -2), 
along with the advantage from Mindless. If this 
attack hits, the attack gains an additional d8, 
and the attack is considered a critical (after the 
additional damage). 
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Fiends of Cania 


The Plane of Cania is engulfed in permanent blizzards, 
causing the land to be entombed in ice. A hostile 
environment that freezes those unprepared for the 
extreme cold, few scattered settlements and citadels 
thrive in this plane, forming a unique chain in the hells. 


Spined Breaker Devil 


Spined Breaker Devils, otherwise referred to as 
"Spinaglacion", are variants of Spined Devils with thicker 
hides, along with broader and hefty spines. This variant of 
the devil is utilized in Cania for expeditions into the ice 
wastes, primarily to find and recover Soul Wells or to 
uncover ruins within the frozen land. They are often seen 
few and far between, as they are known for having 
particularly aggressive personalities. 

Thick & Thin Skinned. Despite their poor 
temperament, Ice Breaker's have incredibly thick skin, 
which acts as an insulation against the harsh temperatures 
of Cania, while also providing them with a tougher hide 
against attacks. Their unique skin can be of import for 
planar travelers, as equipment made from it can be used 
in the creation of weather resistant leather armours. This 
does, however, require the traveler to kill an Ice Breaker 
within Cania first. 

Piercing Spines. While it's main task is breaking 
through ice with well placed spine attacks, the Spined 
Breaker Devil can easily pierce through metal through 
accurate application of their spines. This is possible 
through precise aim, targeting weak areas of armoured 
foes. 


Soul ‘Wells 


A Soul Well is a extremely rare formation that 
can be found in the ice sheets of Cania. They 
are formed during climatic events upon the 
material plane, where extreme weather 
conditions such as flash ice storms or deep 
freezes occur. Those who die during these 
events have a chance for their soul to be sent 
to Cania, whereupon it is locked within an icy 
tomb with others. Due to the age of the world, 
this means that many Soul Wells are ancient, 
filled with vile spirits who have turned rotten 
with time, making them perfect additions to 
the armies of devils. 


Spined Breaker Devil 


Medium Fiend (devil), Lawful Evil 


Armor Class 16 (Natural Armour) 
Hit Points 97 (13d8 + 39) 
Speed 20ft., Fly 50ft. 


STR DEX CON INT WIS CHA 
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Saving Throws DEX +7, INT +3, WIS +2 

Skills Intimidation +1 

Damage Resistances Bludgeoning, Piercing and 
Slashing from Nonmagical Attacks 

Damage Immunities Poison, Fire, Cold 

Condition Immunities Poisoned 

Senses Darkvision 120ft. Passive Perception 9 

Languages Infernal, Telepathy 120ft. 

Challenge 6 (2,300 XP) 
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Devil Sight. Magical Darkness does not impede 
the devil's darkvision. 


Magical Resistance. The Spined Breaker has 
advantage on saving throws against spells and 
other magical effects. 


Piercing Spines. The devil has 6 spines which 
regrow at the end of a long rest. 


Actions 


Multiattack. The devil makes three melee 
attacks or two Spine attacks. If Evade is 
charged, it will use that and then make two 
Spine attacks. 


Spine. Ranged Weapon Attack: +7 to hit, 
20/60ft. Range, one target. Hit: 16 (2d10 + 4) 
Piercing damage 


If the target is wearing Medium or Heavy 
armour or it is an object, the attacks gains an 
additional +2 to the roll to hit. 


Bite. Melee Weapon Attack: +4 to hit, 5ft. 
Range, one target. Hit: 9 (2d6 + 1) Slashing 
damage 


Fork. Melee Weapon Attack: +4 to hit, 5ft. 
Range, one target. Hit: 7 (1d8 + 1) Piercing 
damage 


Evade (Recharge 6). The Spined Breaker Devil 
flies through combat, evading attacks. The devil 
can use it's fly speed to move. When doing so, 
all attacks of opportunity have disadvantage 
until it stops moving. 
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Devil Balloon 


An odd fiend native to the plane of ice, Devil Balloons are 


creatures that float upon the chilling airs that flow 
throughout the plane. Their natural buoyancy towards the 
air allows them to permanently float, opting to drift until 
finding a food source. Because they do not actively 
consume energy to move, they are able to spend upwards 
of months without feasting. 

They do, however, have a peculiar food source. Unlike 
Devils, who use souls to create new Devils, these balloon 
absorb the energy from a soul, converting it directly into 
food, much like a Putrid Devil or Canian Borer. Due to the 
diet of the creature, large groups of them can be seen 
attached to chunks of ice, slowly absorbing the souls from 
a Soul Well until releasing its latch, floating aimlessly until 
through the plane towards their next meal. 

Floating Swarms. In situations of dire need for souls, 
Devil Balloons will drop onto lone devils upon the ice 
floats, attempting to drain the soul directly from their 
body. By themselves, Devil Balloons do not make up a 
large threat, but due to their nature of clumping into 
swarms, an entire group can quickly prove lethal. 

Indirect Trackers. Devil Balloons have an inherent 
sense for finding Soul Wells, capable of pinpointing the 
general location of souls and sources of souls found 
throughout the planes. Typically, a Devil Balloon or a 
swarm of the creatures will congregate around the largest 
source, but in times of dire need for energy they will move 
towards lone targets. For devils, they can attempt to 
conceal their location through the use of magic, which 
makes it possible for trackers to follow Devil Balloons to 
the nearest source. This can prove to be a lengthy process, 
but those who are tasked with exploring the plane can 
always rely on this as a sure-fire method for finding what 
they need. 
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Devil Balloon 


Small Fiend, Lawful Evil 


Armor Class 13 (Natural Armour) 
Hit Points 40 (9d6 + 9) 
Speed Oft., Fly 25ft. (Hover) 
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Damage Vulnerabilities Piercing 

Damage Immunities Poison, Cold, Necrotic 
Condition Immunities Poisoned 

Senses Darkvision 120ft., Passive Perception 12 
Languages - 

Challenge 1 (200 XP) 
Se 
Soul Burst. When this fiend is killed, it produces 
a small area of pure Necrotic energy, as the 
souls it had eaten are released. All creatures 
within 5ft. of the fiend must make a DE 10 
Wisdom Save, taking 6 (1d10) Necrotic damage 
on a fail. 


Soul Sense. The Devil Balloon can sense the 
general location of souls, including creatures 
that have them, souls that aimlessly wander the 
Ethereal Plane or physical objects that contain 
them, within 1 mile. 


Actions 


Drain. The Devil Balloon latches to a creature 
within 5ft. that has a soul. The creature must 
make a DC 11 Wisdom Save or take 12 (3d6) 
Necrotic damage. If this attack reduces a 
creature to 0 Hit Points, the Devil Balloon 
consumes the creatures soul and gains 12 
(2d10) temporary Hit Points. The soul can only 
be returned to the body if the Devil Balloon is 
killed, or the spell Wish is used. 
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Swarm of Devil Balloons 


Swarm of Devil Balloons 


Large Swarm of Small Fiends, Lawful Evil 


Armor Class 13 (Natural Armour) 
Hit Points 67 (9d10 + 18) 
Speed Oft., Fly 25ft. (Hover) 


— 
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Damage Resistances Bludgeoning, Slashing 
Damage Immunities Poison, Cold, Necrotic 
Condition Immunities Poisoned 

Senses Darkvision 120ft., Passive Perception 12 
Languages - 

Challenge 4 (1,100 XP) 
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Soul Explosion. When this Swarm is killed, it 
produces a small area of pure Necrotic energy, as 
the souls consumed by the members of the 
Swarm are released. All creatures within 10ft. of 
the Swarm must make a DC 12 Wisdom Save, 
taking 16 (3d10) Necrotic damage on a fail. 


Soul Sense. The Swarm can sense the general 
location of souls, including creatures that have 
them, souls that aimlessly wander the Ethereal 
Plane or physical objects that contain them, within 
1 mile. 


Actions 


Multiattack. The Swarm will use one Burrow 
attack. If it has at least creature grappled, the 
Swarm will instead use Mass Drain. 


Burrow. Melee Weapon Attack: +4 to hit, 5ft. 
Range, all creatures within its space. Hit: 13 (2d10 
+ 3) Piercing damage 


Creatures hit by this attack are grappled (Escape 
DC 14) as the Swarm latches to them. It can 
grapple up to four creatures at a time. 


Mass Drain. The Swarm of Devil Balloons drains 
all creatures that it has grappled. These creatures 
must make a DC 13 Wisdom Save. The Swarm 
rolls 36 (8d8) Necrotic damage. This damage is 
split between all creatures that are grappled. 
Those that pass take half of their share. 


Creatures killed by this ability have their soul 
consumed by the Swarm. The soul can only be 
returned to the body if the Swarm is killed, or the 
spell Wish is used. 
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Canian Borer 


Gargantuan creatures said to inhabit the Plane of Cania 
before any form of devilish society established here, these 
creatures have seen a slow shift from being avoided to a 
careful utilization of their unique biology. Canian Borer's 
produce tunnels through the ice in a similar fashion to a 
Purple Worm from the Material Plane. To do so, they 
require vast quantities of souls, which are consumed as 
energy to move as the creatures anatomy would not 
normally support it's movement. The more souls it 
consumes, the faster it can move, and vice versa. 

This means that they can be enticed to create strategic 
tunnels, which saw it's most use during the Blood Wars, 
allowing devils to breach behind defensive lines from 
below. Now, they are either hunted down to capitalize on 
the loose souls within the plane, or temporarily goaded 
into doing heavy duty work for other devils (through the 
direct application of feeding them unwanted Lemures). 

The Borer digs by using a combination of eating the 
material it's moving through, and physically shoveling it. 
The creatures move is made up of four separate jaws, 
which can move independently of each other. When not in 
use, they attach together to close over the fiend's mouth. 
Additionally, each jaw has it's own forked prong that can 
move freely, providing the Borer with fine control over the 
materials it's moving, or letting it grab onto creatures in 
front of it. 

Soul Repository. Over the course of a Borer's life, it will 
devour hundreds of souls. While the commonly presumed 
reason for this is so that the creature can eat the soul and 
move, it is actually for a different reason. Many of the 
souls directly taken from creatures it kills or finds within 
Soul Wells are kept inside of it's internal organs. These 
souls are then "pressed", draining a form of living energy 
from them. This process does not destroy the soul, but 
sends it into an extended period of unusable slumber. This 
drives a Borer to find more souls to fill in for the periods of 
downtime between draining. The largest Borer's noted by 
devil's have held thousands of souls at a time. 

Industrious. Borer's are also known to have several 
internal stomachs that serve different purposes. One of 
these, a sac full of slurry, takes in any material that the 
creature bores through, most typically being ice, and melts 
it down into a potent liquid that can be ejected at high 
speed bursts, making it easier for the Borer to catch 
creatures who are out-pacing it. This beam of liquid is ice 
cold, chilling targets hit by it. 

Soul Engine. Canian Borers are fiends with big hearts, 
literally. This huge organ, as big and wide as an ogre, is 
where the fiend sustains it's movement through the 
consumption of soul essence. The more essence it has, the 
faster it pumps, making the Borer stronger. Some intrepid 
devils sought to use these organs after a large culling of 
the fiends, planting them into various infernal machines 
with surprising success. 
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Canian Borer 


Gargantuan Fiend, Neutral Evil 


Armor Class 18 (Natural Armour) 
Hit Points 234 (12d20 + 108) 
Speed 20ft., Burrow 20ft. 


STR DEX CON INT WIS CHA 
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Saving Throws STR +13, CON +14, DEX +3 

Damage Resistances Bludgeoning, Piercing and 
Slashing from Nonmagical Attacks 

Damage Immunities Cold, Poison 

Condition Immunities Poisoned 

Senses Darkvision 120ft., Tremorsense 30ft., 
Passive Perception 11 

Languages - 

Challenge 16 (11,500 XP) 
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Tunneler. The Canian Borer can burrow 

through ice at full speed, leaving a 15-foot- 

diamater tunnel. 


Soul Engine (3/Day). As part of the Canian 
Borer's movement, it can choose to expend up 
to three uses of this feature. For each use 
expended, it can increase it's Walk and Burrow 
speeds by 20ft. Soul Engine recovers a charge 
whenever it reduces a creature to 0 Hit Points. 


Actions 


Bite. Melee Weapon Attack: +13 to hit, 10ft. 
Reach, one target. Hit: 30 (4d10 + 8) Piercing 
damage. 


Additionally, creatures hit by this attack are 
grappled by the Borer (Escape DC 21). It can 
grapple up to four creatures at the same time 
this way. 


If a creature is grappled at the start of their 
turn, it takes an additional 16 (3d10) Piercing 
damage as the hooked fork digs into it's flesh 
and it is considered Restrained. 


Slurry Beam (Recharge 5-6). The Canian Borer 
designates a 30ft. long cone in any direction. 
Creatures in the designated area must make a 
DC 17 Constitution Save, or take 27 (5d10) Cold 
damage and 27 (5d10) Piercing damage. 
Creatures that fail the save have their 
movement speed reduced by 15ft. until the end 
of their next turn. Creatures that pass take half 
damage and do not have their movement 
speed affected. 
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Fiends of Nessus 


The Plane of Nesuss is the lowest plane across the Hells, 
secured and commanded by Asmodeus. Its surface is 
dotted with huge ravines that shelter devilish civilization 
from the natural environment above. 


Face Devil 


Face Devils, or 'Mendaxai', are known by many fiends to be 


two faced, literally and figuratively. Their main purpose is 
found in the court of Asmodeus, as advisors and 
supporters for the Lord of Hell. The fiendish biology that a 
Face DEvil possesses is only possible through the tangling 
of two souls during death, which results in faces that are 
split perfectly down the center. During times of fiendish 
court, a Face Devil will regularly swap between which side 
of their face is dominant, resulting in wild conversations 
that are derailed by tangents. They do, however, provide 
meaningful insight to both sides of a conversation. When 
presented with combat, however, a Face Devil's upper 
body will split in half, with both sides acting together 
towards a single goal. 

Two Sides of the Same Coin. While the two 
personalities will conflict on topics of thought, often 
devolving to bickering, they still retain the basic instinct of 
survivability, which will cause both faces to work together 
when presented with situations that can lead to death. 

Infernal Rank. Face Devil are Lesser Baatezu who have 
either directly been given the role as a circumstance 
surrounding it's creation, or by being promoted from the 
position of Lemur, or those of the Putrid Devils found on 
Minauros. In the case of a Lemur being promoted to this 
position, it is fused with another Lemur of similar 
capabilities, merging the two together. For a Putrid Devil, 
the soul of the devil itself and the most prominent 
personality of one of it's victims are chosen to portray one 
of the Face Devil's faces. 


Face Devil 
Medium Fiend (devil), Lawful Evil 


Armor Class 15 (Natural Armour) 
Hit Points 84 (13d8 + 26) 
Speed 30ft. 
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Saving Throws DEX +4, CHA +7, WIS +4 

Skills Persuasion +7, Intimidation +7, Deception 
7 

Damage Resistances Cold; Bludgeoning, 
Piercing and Slashing from Nonmagical 
Attacks that aren't Silvered 

Damage Immunities Poison, Fire 

Condition Immunities Poisoned 

Senses Darkvision 120ft., Passive Perception 11 

Languages Infernal, Telepathy 120ft. 

Challenge 5 (1,100 XP) 
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Devil Sight. Magical Darkness does not impede 
the devil's darkvision. 


Magical Resistance. The Face Devil has 
advantage on saving throws against spells and 
other magical effects. 


One Body, Two Fighters. The Face Devil can use 
it's multiattack twice a turn. However, the 
attacks from both multiattacks cannot target 
the same creature. If only one creature is in 
range, then only one multiattack is used. 


Gleaming Personality (1/Day). \f the Face Devil 
fails a Charisma saving throw, it can instead 
pass. 


Gloomy Personality (1/Day). \f a creature 
within 15ft. of the Face Devil passes a Wisdom 
Saving Throw, the Face Devil can make it fail. 


Actions 


Multiattack. The Face Devil makes three 
attacks. 


Rapier. Melee Weapon Attack: +4 to hit, 5ft. 
Reach, one target. Hit: 6 (1d8 + 1) Piercing 
damage 


Distracting Yop (2/Day). One of the Face Devil's 
sides substitutes it's multiattack to perform a 
distracting scream. All creatures within 30ft. 
must make a DC 15 Wisdom Save. On a fail, the 
Face Devil gains advantage against the 
creatures that failed until the end of it's next 
turn. 
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Winged Abductor 


Flying through the ravines that scatter the land, Winged 


Abductor's serve as scouts for the deepest plane of Baator, 
with their objectives to primarily find and hunt any planar 
travelers, or deal with devils who have no right to be on 
the plane. 

Awretched four winged creature, Winged Abductors are 
commonly seen with crimson red skin, wrapped around 
bone that protrudes from their bodies. Hooked claws 
grant purchase for grabbing those they fight, while gnarled 
horns allow the creature to dive onto it's enemies from 
above. 

Air Ambushers. The most common tactic seen utilized 
by Winged Abductors is to drop on unsuspecting targets 
from above. They typically achieve this by gliding silently 
above the target, then diving down head first. If they do 
not manage to injure with their horns, they will attempt to 
grab the target and carry them high, before dropping 
them. Among Least-Baatezu, most attempts work without 
failure, but trying to assault those with more combat 
experience would not prove as successful, often requiring 
a change of strategy. 

Hanger. When not hunting, Winged Abductor's will find 
opportune perches or ledges to hang on, upside down like 
a bat. While resting, they have a continuous awareness of 
their surroundings, meaning they can quickly spring onto 
those underneath if alerted. 
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Winged Abductor 


Medium Fiend (devil), Lawful Evil 


Armor Class 15 (Natural Armour) 
Hit Points 65 (10d8 + 20) 
Speed 30ft., Fly 60ft. 
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Saving Throws DEX +3, WIS +3 

Skills Athletics +7, Perception +3 

Damage Resistances Cold; Bludgeoning, 
Piercing and Slashing from Nonmagical 
Attacks that aren't Silvered 

Damage Immunities Fire, Poison 

Condition Immunities Poisoned 

Senses Darkvision 120ft., Passive Perception 13 

Languages Infernal, Telepathy 120ft. 

Challenge 4 (1,100 XP) 
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Devil Sight. Magical Darkness does not impede 

the devil's darkvision. 


Air Dive. The Abductor can declare an Air Dive 
if it moves 30ft. with it's flying speed before 
attacking. If the attacks hits, it deals an 
additional 18 (4d8) piercing damage, and the 
Abductor gains advantange on it's next attack 
against any target. 


Magical Resistance. Abductors have advantage 
on saving throws against spells and other 
magical effects. 


Actions 


Multiattack. The Abductor makes three 
Hooked Claw attacks. If Abduction is recharged, 
it can use that in place of an attack. 


Hooked Claws. Melee Weapon Attack: +5 to hit, 
5ft. Reach, one target. Hit: 11 (2d6 + 3) Slashing 
damage. 


The devil can forgo dealing damage with the 
attack, instead grappling the target. 


Abduction (Recharge 5-6).\f the Abductor has a 
creature grappled, it can immediately fly 20ft. 
without provoking opportunity attacks. 


: D 


Rift ‘Watcher 


Rift Watchers, otherwise referred to as "Afzerai" area 
classification of Lesser Baatezu, commonly chosen by an 
archdevil to protect their domain from demonic rifts that 
breach the planar boundary, or to protect the entrances to 
rifts within the Material Plane. While they can be found 
throughout the planes, albeit very rare to do so, they are 
most common in Nesus, as Asmodeus has a particular 
interest in keeping his domain free from invaders. 

These devils often possess hulking strength and size, 
which is utilized in hand-to-hand combat to overpower 
their foes. By using various stances when striking, a Rift 
Watcher can deliver infernal blows in a similar vein to a 


Monk, making them exceptionally dangerous in combat. 
This is however countered by their generally weaker 
minds, as they are only required to kill unwanted visitors, 
not converse with them. 


Infernal Stances. Rift Watchers will adopt one of two 
stances during combat, regularly shifting how they move 
in response to their opponents. Their first stance assumes 
a defensive position, with one arm crossing the torso while 
the other is low, hand open. Using it, Rift Watchers can 
grab onto attackers and move them around, potentially 
disrupting enemies. The second stance sees both arms 
held close to the chest, with the devil purposefully tensing 
the lower arm. When striking in this stance, the blows 
carry enough force to push enemies back. 


Large Fiend (devil), Lawful Evil 


Armor Class 15 (Natural Armour) 
Hit Points 102 (12d10 + 36) 
Speed 40ft. 


STR DEX CON INT WIS CHA 

19(+4) .17(+3) .16(+3) 5(-3) 16(+3) C3) 
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Saving Throws STR +7, WIS +6 

Skills Athletics +7, Acrobatics +6 

Damage Resistances Cold; Bludgeoning, Piercing 
and Slashing from Nonmagical Attacks that 
aren't Silvered 

Damage Immunities Poison, Fire 

Condition Immunities Poisoned 

Senses Darkvision 120ft., Passive Perception 13 

Languages Infernal, Telepathy 120ft. 

Challenge 7 (2,900 XP) 


on 


Devil Sight. Magical Darkness does not impede 
the devil's darkvision. 


Magical Resistance. The Rift Watcher has 
advantage on saving throws against spells and 
other magical effects. 


Infernal Stance. At the start of the Rift Watcher's 
turn, it can choose which stance to adopt. 


Defensive Stance. While in this stance, the Rift 
Watcher's attacks automatically grapple targets hit 
by it (Escape DC 15). As part of the attack, it can 
also move the grappled creature to any space 
around it. It can have up to two creature grappled 
at a time. 


Striking Stance. While in this stance, the Rift 
Watcher can choose to push targets hit by it's 
attacks back 15ft. This movement cannot force 
them into an occupied space. 


Corrupting Blow (3/Day). When making an attack 
roll, the Rift Watcher can declare a Corrupting 
Blow. If the attack hits, the target must make a DC 
14 Constitution Save, suffering an additional 13 
(3d8) Necrotic damage and the Stunned condition 
until the end of their next turn. 


Magical Strikes. The Rift Watcher's attacks are 
magical. 


Actions 


Multiattack. The Rift Watcher makes three 
Strikes. If it has a creature grappled, it will 
substitute a Strike for a Pin. 


Strike. Melee Weapon Attack: +7 to hit, 5ft. Reach, 
one target. Hit: 15 (2d10 + 4) Bludgeoning damage 


Pin. The Rift Watcher pins one of the creatures it 
has grappled. That creature is restrained until the 
end of their next turn. 
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Magical Items & Spells 


Magical Items 
‘Burnt Scale 


Consumable, Uncommon 

This clump of coarse skin forms a single scale. As a 
reaction, a creature can hold the scale outwards when 
taking fire damage. Until the start of the creatures next 
turn, they have resistance to fire damage. The scale is 
destroyed while using it. 


‘Larvae Powder 


Consumable, Rare 

This powder comes in tightly packed leather pouches. A 
pouch contains 1d4 - 1 charges of the substance. 

When operating a vehicle that uses flames as a source of 
power (such as airships or infernal machines), a charge 
can be expended with an action, causing the vehicle to 
immediately move up to half of it's movement speed 
without counting it against it's total movement. This 
movement does not provoke opportunity attacks. 


Jfound Calling Chain 


Wondrous Item, Rare (Requires Attunement) 

This spiked collar is joined by a chain to a bracer and is 
used by devils to dominate various Hounds across the 
hells. Both items are magically enchanted, linking them 
together. As part of the attunement process, the attuner 
must have a willing Hound to attach the collar to. After 
finishing attunement, the chain disappears. 

While the attuner and Hound are on the same plane of 
existence, the attuner can use an action to summon the 
Hound to an unoccupied space within 5ft. It rolls for 
initiative immediately if in combat. 


Scales of the Judge 


Wondrous Item, Rare 

These metal scales are charred from decades of fire. 
Normally, they are rigid, with the two dishes refusing to 
move no matter how much weight is put on them. 

Judgement. As an action, the creature holding the 
scales can choose another creature within 30ft. When this 
happens, the scales magically move, imitating the 
movement required for weighing an item on the scale. 
Depending on the alignment of the creature targeted, the 
scale produces a magical effect that the user immediately 
gains. This can be done three times per day. 
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Alignment Effect 
Lawful raed 
Good The user regains 2d8 Hit Points 
Lawful The user gains advantage on their next 
Neutral Wisdom Save 
AN AEII The user gains advantage on their next 


Deception check 


When casting a spell within the next minute 
Neutral that heals another creature, choose one of the 
Good dice rolled to be considered as if it had rolled 
the maximum 


The user gains a pool of temporary Hit Points 
equal to their level. They can assign Hit Points 


Neutral from this pool to any creature within 60ft. that 
they can see 

Netral The user targets a creature within 30ft. That 

Evil creature must make a DC 15 Wisdom Save, or 
take 4d10 Necrotic damage 
Chaotic The user gains advantage on their next 
Good Persuasion check 

Chaotic The user gains advantage on their next 

Neutral Intimidation check 

Chaotic The next attack made by the user gains 
Evil advantage 

Frostmare Barding 


Wondrous Item, Rare (Requires Attunement) 

Barding made to fit a Frostmare, the process of attuning 
to the item requires a Frostmare that stays within 10ft. of 
the attuner for the period of attuning. 

After attuning, the Barding morphs to the Frostmare, 
providing it 13 + Dexterity AC. While the Frostmare wears 
the Barding, it can telepathically communicate with the 
attuner up to 1 mile away. 

Once per long rest, the attuner can use their action 
while the Frostmare is within 30ft. to magically mount it. In 
doing so, all creatures within 10ft. of the attuner must 
succeed a DC 13 Constitution Save, taking 2d10 Cold 
damage on a fail, halved on a pass. 

While mounted on the Frostmare, the attuner can cast 
the following spells with a DC 12: Frostbite (Cantrip), 
Armour of Agathys (2/Day, 2nd Level), Ice Storm (1/Day, 
5th Level) 
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Crown of Infernal Malevolence 


Woundrous Item, Legendary (Requires Attunement) 

This Crown was forged by a Lich of immense power who 
sought to infiltrate the ranks of Hell. To that end, they 
trapped numerous devils within magical circles, and 
drained the hell-tainted souls from them into this 
adamantine Crown. The process did not go as intended, 
with the metal cracking from the sheer pressure exerted 
from the ritual. 

The crown is a sentient item, possessed by a wide array 
of devils. 

While attuned the Crown, a creature who is any Neutral 
or Lawful alignment must make a DC 17 Wisdom Save 
when they finish a long rest. On a fail, they are possessed 
by one of the souls who inhabit the Crown (at the DM's 
discretion) until they are reduced to 0 Hit Points, or 
targetted by a spell powerful enough to end a 7th Level 
Charm. 

Attuning and wearing the crown grants the crowns 
features to the attuner. 

Sentience. The Crown of Infernal Malevolence is a 
sentient Lawful Evil Wondrous Item with an Intelligence of 
14, a Wisdom of 18 and a Charisma of 15. It has hearing 
and darkvision out a range of 60ft. The item speaks, reads 
and understands Infernal and can communicate 
telepathically with it's attuner. The item's voice sounds like 
a cacophony of different voices. If the attuner cannot 
speak Infernal, it can while the item speaks to them and 
vice versa. 

Personality. The Crown is possessed with a variety of 
devil souls, which all speak at once when talking. These 
souls have been trapped within the Crown for thousands 
of years, with many intrepid users. They will actively mock 
the actions of the user, but when given the chance, they 
will urge the attuner to tempt mortals to do evil deeds. If 
the attuner remains the owner of the Crown for a long 
period of time, the souls within will attempt to make a deal 
with the attuner, promising great wealth if they manage to 
free the souls. 

Infernal Disguise. The attuner's presence is hidden 
from devils, which is instead replaced by a devil of certain 
Baatezu status based on the total level of the attuner. The 
following table outlines the disguise, and a DC for 
investigations to determine if the disguise is fake. The 
disguise does not work against an Archdevil or 
Archduchess. For the sake of size differences, Devil's who 
have not seen through the disguise will observe space 
movement as if the attuner was the correct size. 


Level Disguise (Baatezu Rank) DC 

1-5 Imp (Least Baatezu) 13 
6-10 Bearded Devil (Lesser Baatezu) 14 
1S Chain Devil (Lesser Baatezu) 15) 
16-20 Horned Devil (Greater Baatezu) V7 


Infused Intellect. While wearing and attuned to the 
Crown, the attuner's Intelligence Score is set to 22 (+6) if it 
was lower. Additionally, the attuner can cast the spell 
Disintegrate at 5th Level once per long rest, using their 
Intelligence as the Spellcasting Ability. 


Obsidian of The Old World 


Wondrous Item, Very Rare 

This shard of obsidian was found in a Forgotten Nest 
within Maladomini. Despite the wild nature of The 
Forgotten, they widely regard these shards the same way a 
dragon would their treasure. When holding it, a creature 
will hear vague whispers. 

Soul Trapping. When wielded by a creature that is not 
a Forgotten, they can press the shard against the flesh of a 
Forgotten, instantly capturing the soul within the shard, 
killing the body of the target. It draws in all parts of the 
Forgotten's soul, reintroducing it's sentience as a creature 
with it's memory. 

While a creature's soul is trapped in this way, the owner 
of the obsidian can commune with the soul over a period 
of one minute. During this time, the owner gains the 
benefit of the Speak With Dead spell. After this time, the 
obsidian becomes inert preventing this feature until a new 
soul enters the item. 

Purge Soul. While the obsidian contains a soul, the 
owner can purge the soul as an action. When this is done, 
the soul is permanently destroyed, preventing the Wish 
spell or similar effects from returning the soul to life. For 
the next minute after purging, the owner gains the 
following benefits: 


e When the owner regains hit points, they regain the 
maximum amount possible. 

e The owner can sense any living creatures within 120ft. 
They are aware of specific locations of anyone within 
this range. 

e The owner gains 10ft. Truesight. 


Once a soul has been purged, the obsidian regains the 
ability to absorb and purge souls after 1d4 - 1 (minimum 1) 
days. 

Release Soul. While the obsidian contains a soul, the 
owner can release the soul. to release the soul, the owner 
must press the obsidian against the body of a humanoid 
that shares the same alignment of the soul within the 
shard. The creature that is used for this must have been 
dead for no longer than a minute. 

The humanoid retains it's physical statistics, but gains 
the mental statistics of the soul's previous body. After 
taking a new body, the humanoid suffers a penalty to all 
rolls for 30 days, starting at -3 and increasing by +1 every 
10 days until the end of the duration. A soul that has been 
given a new body through this way cannot be magically 
resurrected again. 
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Spells 


The spells made available through this compendium are 
listed in the table below, marking which classes can learn 
them accompanied by the schools of magic, spell levels 
and components. 


Level Spell School Conc. Ritual Comp. Class 
Wizard, 

2nd i Sorcerer, 
Level Canian Freeze Evoc. No No V,S,M Bard: 
Warlock 

i Druid, 

e a EN EN da Ranger, 
Cleric 

Infernal Wizard, 

aa Cometof Conj. Yes No aie Bard, 
Maladomini Sorcerer 


sth _Inflict Seeping Necro. Yes No C,V,S_ Cleric 
Level Wounds 


6th Stygian 


p GWE Ss F 
evel icachaan Conj. Yes No M Druid 
7th Pyroclastic Trans. Yes Yes V.S, M Wizard, 
Level Flow Sorcerer 


Canian Freeze 
2nd Level Evocation 


Casting Time: 1 Action 

Range: 120ft. (20ft. radius sphere) 

Components: V, S, M (a vial containing snow from Cania) 
Duration: Instantaneous 


The caster channels the energy of the Infernal Plane of 
Cania, causing a 20ft. radius sphere of pure frost to appear 
at a point within range. Creatures inside of the sphere 
when it is created must succeed on a Constitution Save, 
taking 6d4 Cold damage on a fail, half on a pass. 

Additionally, for each d4 that rolls a 4, the caster can 
designate a creature who failed the save to be partially 
frozen, as ice grasps their legs. Creatures designated in 
this way are restrained until the end of their next turn. 

At Higher Levels. For each spell level above 2nd that 
the spell is cast with, roll two more d4s for damage. 


Creeping Pestilence 
3rd Level Evocation 


Casting Time: 1 Action 

Range: 60ft. 

Components: V, S 

Duration: 1 Minute (Concentration) 


The caster draws upon the swamps of Minauros, bringing 
forth a vile plague that eats away at flesh. The caster 
chooses a target within range. That creature must make a 
Constitution Save, or take 4d10 poison damage. 
Additionally, the spell lingers on the targets flesh for the 
duration of the spell and while the caster holds 
concentration. At the end of the targets turn, they must 
make the save again, taking an additional 1d10 poison 
damage on a fail. If the creature passes either of these 
saves, they are no longer affected by the spell. 
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If the spell reduces a creature to 0 hitpoints, the caster 
can choose a new creature, who must make the save 
immediately. They take damage according to the second 
value, following the same rules for the spell. 

At Higher Levels. For each spell level above 3rd that 
the spell is cast with, the initial poison damage increases 
by 1d10. 


‘Infernal Comet of Maladomini 


3rd Level Conjuration 


Casting Time: 1 Action 

Range: 120ft. (10ft. diameter sphere) 

Components: C, V, S, M (paper with infernal imprints 
from a Maladomini ruin) 

Duration: 1 Minute (Concentration) 


The caster opens a rift to the Infernal Layer of Mazes, 
causing a chunk of the terrain to pass through to the 
material, crashing at a point within range creating a 10ft. 
sphere of solid terrain covered in glyphs and sigils for the 
duration of the spell (and while the caster maintains 
concentration). Creatures that are within this space must 
choose an unoccupied space within 5ft. of the area to 
move to. Additionally, creatures within 15ft. of the sphere 
must make a Wisdom Saving Throw, or take 2d12 psychic 
damage or half on a pass. Creatures that fail suffer 
disadvantage on attacks rolls while standing within the 
prior stated range even if they leave the area and return to 
it. 


Inflict Seeping Wounds 
5th Level Necromancy 


Casting Time: 1 Action 

Range: Touch 

Components: C, V, S 

Duration: 1 Minute (Concentration) 


The target of the spell must succeed on a Constitution 
Saving throw, or have their wounds become infected with 
seeping, plague ridden puss, taking 4d8 poison damage. 
For the duration of the spell, whenever the target is hit by 
a weapon attack, they and each creature within 5ft. of 
them take 1d6 poison damage as clouds of poison rise 
from the wounds. 

The caster can designate up to their Spellcasting Ability 
Modifier number of creatures within the initial area 
around the target to be immune to the effect. 

The target can make the save for the spell again at the 
end of their turn. On a success, the effect ends. 

At Higher Level. For each spell level above 5th that this 
spell is cast with, the target takes an additional 1d8 poison 
damage, and the range of the secondary effect is 
increased by 5ft. 
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Stygian Icesheet 


6th Level Conjuration 


Casting Time: 1 Action 

Range: 60ft. 

Components: C, V, S, M (a shard of eternal ice from 
Stygia) 

Duration: 1 minute (concentration) 


The caster opens a rift to the Infernal Layer of frozen 
oceans, Stygia, using the power of the spell to pull through 
a sheet of ice. When casting the spell, the caster 
designates a point in range, which creates an object that 
fills up to a 20ft. by 20ft. space, adjusting if the area is 
smaller. Additionally, the caster chooses a direction for the 
sheet to move in at a rate of 10ft. at the start of the casters 
turn. While the caster holds concentration on the spell, 
they can use an action to force it 20ft. in any direction, 
which also lets them change which direction it is moving. 

The ice sheet is an object with an AC equal to 11 + the 
level of the spell, and has Hit Points equal to 30 + (10 * the 
spell level). When the float moves onto a creatures space, 
that creature must make a Strength Saving Throw, or take 
2d10 bludgeoning damage, halved on a pass. On a fail, the 
creature is knocked prone. On a pass, they are instead 
able to choose an unoccupied space within 10ft. of the 
object. It stops moving if it hits a solid surface until the 
caster changes the direction it is moving. 

When the sheet deals damage, it takes half of the 
damage dealt towards itself. When it has 0 Hit Points, the 
sheet explodes in a hail of ice, causing all creatures within 
30ft. to make a Dexterity Saving Throw, taking 4d6 cold 
damage on a fail. 

At Higher Levels. For each spell level above 6th, the 
explosion deals an additional 1d6 cold damage. 
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Pyroclastic Flow 


7th Level Transmutation (ritual) 


Casting Time: 1 Minute 

Range: 120ft. 

Components: V, S, M (a chunk of obsidian formed in 
Phlegethos worth 500 GP) 

Duration: 1 Hour 


The caster draws upon the energy of the Infernal Plane of 
Phlegethos, causing a 10ft. tall, 5ft. wide volcano to erupt 
at a point within range. The volcano produces an 
expanding 5ft. area of lava that surrounds the point that 
increases every turn, requiring creatures who are caught 
in the area to make a Dexterity Saving Throw or take 
damage as written for handling lava. The volcano lasts for 
the entire duration, however the area of lava can only 
expand to 60ft. away from the original point and if any 
effect were to remove the lava, it continues to expand until 
the area is filled again. 

When the spell ends, the lava recedes at the same rate 
at which is expands, with the volcano collapsing once all of 
the lava has disappeared. 
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